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Hello everyone and welcome to the 28th edition of the SMITE 
Official Magazine! If this is the first time you stumbled across 
this community project turned official Hi-Rez product, an 
even greater welcome to you! All of the people working on 
this magazine are SMITE enthusiasts like you, and we all 

try to create content that appeals to all types of players. 

We hope you enjoy your stay here and take a moment 

to browse through the 27 previous editions as well! 


The Fall split is coming up pretty soon, which means 
Relegations and another Rosterpocalypse! If you missed 
any of these, you're in luck as we've got them covered for 
you in neat summaries of everything that transpired. The 
OPL also had its split 2 round up and the tournament, 
which had some surprising twists and turns to it, is also 
dropped in here for you OPL enthusiasts. To round out 
our eSports block we take a look at Team EnVyUs, whose 
Spring Split can only be described as ‘the struggle is real’. 


If you're not much of an eSports buff: have no fear! As always, 
we're taking a look at the newest release: Terra. We also have 
a guest writer this month who had a few choice words about 
her, and I’m not sure we're doing a good thing by featuring 

him (#SatireOP). In Theory, both Gods of Antiquity (Classic) 
and Gods of Gaming, makes a return with Mazu, the Chinese 
Goddess of the Sea and Arthur, the Hero that Ghosts & Goblins 
deserved way back in the day. Apollo gets a little bit of a facelift 
(not that he needed it) in this month’s God Re-Envisioned. 


Of course this isn’t everything, but my space is limited. So stop 
reading this and flip those pages! As always: sit back, relax 
and enjoy the 28th edition of the SMITE Official Magazine! 


Steve Greenfield Jorg van der Velden 
Managing Director Editor 


Fn Fe 


: 


Onin 


WHA \y CON EN S SPH pq 000 0H gg A Tg NR Tg Rg ggg ya EFF. -=7: BRM 


Against The Grain: Darkest Knight 6 
History Of What Could Be: Celtic Pantheon 12 
Bringing Back Domination: Part 1 16 
Diary Of ... Amaterasu 20 
Who Is ... Terra 26 
In Theory- Gods Of Antiquity: Mazu, Goddess Of The Sea 32 
In Theory - Gods Of Gaming: Arthur 38 
God Re-Envisioned: Apollo 42 
Terrable Design, The Problem With Ancient People 48 
When Worlds Collide: Part 8 53 
Fall Relegations 2016 58 
SPL Fall Roster Changes 64 
OPL Split Wrap-Up 68 
Team Spotlight: Envyus 72 


4< v 
re \ 
aN 


ot 


/ 


Faux Ad by Asim Shreshta 


The Official SMITE Magazine #28 The GameOn Magazine 


N 


mnlypuuuuuue 


Oi 


SSS 


THANKS TO OUR 
parreon SUPPORTE 


We are able to continue to pump out these magazines every month thanks to 
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our supporters on Patreon. If you'd like to help out, and get rewards for your 
support! Click anywhere on this page to find our more information. 
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AGAINST THE GRAIN: 
DARKEST KNIGHT 


any roles within Conquest have some level of 

M versatility, letting the player choose from a large 
number of viable gods for the job. Mid laners can 
choose between gods who specialize in pushing power, 
all out offensive burst and even healing or defensive 
characters. Solo lane and jungle can choose between 
frontline tankiness and carry capabilities. One of the 
hardest roles to substitute in a wide cast of characters 
iS Support. 

Each season has developed a meta in which 
only a few supports shine, so what kind of supports 
are taking the lead in the second half of Season 
3? With the removal of golden bow hunters are 
once again choosing gods with ability based clear. 
Likewise supports with great clear can help those 
hunters survive the early game. Placing some of 


the wave clear responsibility on the shoulders 
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By Zakery Warren ~~~ 

of the support can free up the hunter to make 
some late game decisions on their god and item 
choices. So how do you fulfill the large list of 
tasks your team expects of you without playing 
the same three gods for the rest of the season? 

Few gods provide the level of crowd control and 
wave clear as Nox, the Darkest Knight. Converting 
a mage from the Mid-Lane role into your hunter's 
protector isn't an easy task, but in the right hands Nox 
has all the tools you'll need. While you can’t be the 
frontline force many SMITE players are used to out of 
their supports, she provides a high level of aggression 
and safety within her kit. Very few gods can rival the 
crowd control the goddess of night possesses. She 
brings a very high amount of damage to the lane with 
a base damage rivaling gods like Bachus and Ymir, 


but being able to deal that damage from a safe range. 
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With the main responsibility of wave clear 
being on the hunter’s shoulders Nox Is free to 
use her kit very differently than she would In her 
traditional Mid-Lane role. Early game her second 
ability, Siphon Darkness, can be utilized for effective 
wave Clear. Placing it centered on the wave can 
nearly clear the wave on it’s own. Combine this 
with nearly any hunters inherent clearing ability 
can make short work of the wave and give you the 
option for early aggression. If you and your lane 
partner are easily pressured away from the wave, 
Siphon Darkness can allow to safely clear from 
under your own tower. It can also be used as an 
effective zoning tool against aggressive supports like 
Ymir. Drop the bubble over him just as he is about 
to freeze your hunter to silence him and interrupt 
his entire combination. Place it in between you and 
a hungry Sobek to interrupt his dash and use the 
opportunity to punish him while he is out of position. 
Nox’s first ability, Shadow Lock, can be frustrating 
to deal with on it’s own as it provides two whole 
seconds of root and cripple to a target while dealing 
damage. Combine this with a barrage of your hunter's 
auto attacks for a great deal of harassment ata 
safe range. One of the most utilised combinations 
a good Nox player will use is dropping the Siphon 
Darkness bubble on an enemy, then locking 
them in place with Shadow Lock until the Siphon 
detonates. While this is a very strong combination, 
it is generally utilised in between waves or without 
the addition of another player’s damage. Instead 
use Siphon Darkness to clear the wave, then lock 
an enemy into place with Shadow Lock all but 
guaranteeing a volley of auto attacks by your hunter. 
Nox’s third ability, Shadow Step, is arguably one 
of the most versatile skills in the game. Shadow step 
dashes Nox forward dealing damage to minions and 


gods she passes through. If she impacts a friendly 
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god during this dash she enters their shadow for up 
to 8 seconds, where she is immune to damage and 
crowd control. This is the longest period of damage 
immunity in the game. Nox can choose to leave the 
friendly shadow at any time, applying the damage 
again In an area around that god. This means the 
skill can impact an enemy twice if used correctly. 
Dash through an enemy into an ally, then exit the ally 
when they are close by the enemy for a “double tap” 
of damage. Nox can use this dash for more wave 
clear, initiation, escape. It’s uses are nearly endless. 
Nox’s ultimate, Night Terror, provides crowd 
control immunity and deals an extreme amount of 
damage ata 120 range, that’s over twice the range 
of ranged attacks. Even with a supportive item build 
this ability deals a great deal of base damage. The 
projectile fired also explodes in an area on impact 
and can apply to multiple targets, applying damage 
over time and a debuff. For five seconds enemies 
affected have their damage reduced by 40%. This can 
be used to secure a kill on a long range target that 
narrowly escaped death, or on a cluster of enemies 
in a teamfight to reduce their damage output. In 
extreme circumstances to provide crowd control 
immunity on an enemies initiation such as an Ares 
ultimate. Immune yourself to the pull while firing a 
damage debuff into the circle to protect your team 
and maintaining a safe range where you can throw 
additional crowd control in to protect their exit. 
Being a backline support means that your team 
will need somebody else to champion the frontline. 
This can easily come from the jungler or the solo 
laner. Placing the jungler on the frontline means 
that your team can look for earlier teamfights 
without the necessity of the solo laner having to 
rotate over. She can also use gods with high levels 
of mobility like Thor or Fenrir to help her press her 


aggressive tendencies. Hop into Thor's shadow as 
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he ascends In the sky to arrive with him into the 
heart of the battle. The combination of crowd control 
between these two gods is terrifying for whomever 
they descend upon. Fenrir’s ultimate can hold a 
god in place to guarantee the Siphon Darkness/ 
Shadow Lock combo or give Nox a free ride to 
Safety as he leaps over and around obstacles. 

The duo lane combinations with Nox are almost 


endless as her unique kit combines differently with 


44THE DUO LANE 
COMBINATIONS 
WITH NOX ARE 
ALMOST ENDLESS.77 


every god. Combining Nox and Medusa’s wave clear 
is one of the easiest jobs you'll ever have. Shadow 
Locking a target in place while Medusa hits all three 
of her charged up viper shots with ease can whittle 
down even the burliest of tanks in lane, especially 

in the early game. Hunters like Chiron and Apollo 
give Nox an optional escape route when a gank rolls 
around. Step into Apollo's shadow to ride safely 
home, or to bring your entire lane to a teamfight. 
This can be used physiologically to give your team the 
advantage. Push the lane aggressively with Apollo to 
draw the enemy support or even the jungler to the 
lane. Soon as they arrive fly Apollo air to midlane 
and force a 4v2 fight to gain the numbers advantage 
before you team moves to the gold fury fight. Not 

to mention the oddly aggressive Serenade to set 

up the Siphon Darkness/Shadow Lock combo. 

One trick to Nox being a setup god utilises 
Shadow Lock alone, without the Siphon Darkness 
initiation. Most players will put on their juke 
shoes on the second you drop that bubble on the 
ground, making landing the Shadow Lock very 
difficult. When you have another god to follow 
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up with their own damage your options open up. 
Combined with Anhur for example, Nox lands the 
Shadow Lock keeping the enemy in place for a 

full two seconds letting Anhur place his pilar and 
line up the Impale. Many combinations like this 

are available with this very quick setup. Unlike 
supports like Sobek and Bacchus, Nox doesn’t have 
to place herself in harm’s way to set up her team. 

Building Nox as a support is an interesting 
exercise. Having the base stats of a mage means 
she will never obtain the level of tankiness a 
guardian will, no matter what you build on her. 
Finding the balance between survival and damage 
is a challenge, not to mention the need to find 
gold in a position known for its lack of it. 

Start with Watcher's Gift. It gives Nox a little 
bit of a health buffer as the enemy team will likely 
see her as the valid target to punish. It also gives 
her a good amount of health and mana sustain. 
As the secondary damage dealer in the lane, it 


isn't necessary to focus your build all on damage. 


Watcher's also gives the gold necessary to survive the 


gold draught. You easily elect to build Shoes of the 


Mag}, or Shoes of Focus. Cooldown is very important 


to confirming more crowd control throughout a 
fight, but the power and penetration from 
Shoes of the Magi confirms a great deal 
of early damage and the penetration 
you ll need once the other players 
build up defense in the late game. 
Defense and cooldown become 
the next priority. Breastplate of Valor 
gives one of the highest combinations — 
of these in a single item. Neither | 
of the first two items provides any 
health, a stat that provides a great 
deal of survivability and tankiness. If you 1 


are concerned about magic damage then 
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Heartward Amulet will give you a good health buffer, 
Magic Defense for you and the team and the MP5 
needed to let you spam those low cooldown abilities. 


Hide of the Urchin can give you a nice balance of each 


little extra health and 
mana your way. If 
mobility is of great 
concern you can 

use the new Ritual 


| 

‘ 

i 
defense while tossing a . fe dd 
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Dagger to gain 
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Health, more 
cooldown and a 
little movement 
speed to keep 
you In the right 


position. This item 


~ 
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also increases the effectiveness of many of your 
relics by a huge amount. We cannot forget the new 
Spear of the Magus, giving players a bit more magic 
and reducing the enemy's overall defense. While 
damage and penetration are a great asset to your 
team, you have to consider the final makeup of the 
team and decide if you are going to transition into a 
damage dealer, or tank setup god in the late game. 

These are two recommended builds: 

Shoes of the Magi, Breastplate of Valor, 
Heartward Amulet, Mantle of Discord, Dynasty Plate 
Helm, Spear of the Magus. This is an aggressive 
build centering around penetration for yourself 
and other teammates. This build is focused on 
finding kills on single targets to even the odds. 

Shoes of Focus, Breastplate of Valor, 
Heartward Amulet, Ritual Dagger, Midgardian Mail, 
Winged Blade. This build gives you full cooldown 
reduction, a large health pool and the Midgardian/ 
Winged Blade combination will make it very 
difficult to lock Nox down. This build is focused 
on extended team fights in which you hope to set 
up your allies and peel for them constantly. 


Playing Nox in the support role takes a great 
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deal of patience and skill. As she is often easy 

to pick off alone you will need to maintain vision 
in the jungle and coordinate with your team 
effectively. Look to make your rotations with the 
jungler, the two of you combined will have a great 
deal of damage and control to find early kills on 
wandering enemy gods. Finding an early lead on 
a god with this much damage can get your hunter 
to end game much easier, allowing picks such 

as Artemis and Apollo to reach their potential. 

As your team will miss the frontline option 
from your pick, make sure they know what you are 
intending and move the roles around a bit. Junglers 
like Ymir, Athena or Hercules may not have the 
early game spooling of a carry, but combined with 
a Nox in the late game can provide an extended 
period of control onto the enemy team. 

Nox isn’t the go to pick for every situation, 
but her high amount of control, wave clear 
and player damage can catch the enemy off 
guard and lock your team into a good position 


to embrace the darkness - and the win. 


By Zakery Warren 
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HISTORY OF WHAT COULD 
BE: CELTIC PANTHEON 


By Helena Wachhaus ~~~ 


H istory Of- articles give background information on 
the cultures that each of the pantheons in SMITE 
belong to. So far we've reported on the Egyptians, 
Norse, Maya, Hindu, and Japanese pantheons. Now, 
we're expanding the list to include pantheons that 
might make it into SMITE one day. This month we're 
taking a look at the history of the Celtic pantheon. 

The word Celt has come to refer to a group of 
bronze-age people scattered across parts of western 
Europe. There were about eight main Celtic tribes 
known as the Asturias, Brittany, Cornwall, Galicia, 
Ireland, Isle of Man, Scotland, and Wales. Some of 
the regions have obviously kept the name of their 
Celtic inhabitants throughout the years. Despite the 
geographical distance between the Celts, they shared 
similar languages, artistic styles, and way of life. 

Plus, the Celts were renowned by both the Greeks 
and the Romans for their prowess in war which 
helped solidify the similarities in the different tribes. 

One of the first historical accounts of Celts has 


been dated back to 390 BCE when a group of Celts 
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known as the Gauls attacked Rome. The Gauls also 
sacked Delphi in 279 BCE as they worked their way 
across Europe and into Asia. Both the Greek and 
Roman scholars noted how fearsome the Celts 
were during the attacks, though the Romans wrote 
more about how the Gauls fought. The Gauls, and 
subsequently the Celts as a whole, used chariots 

in battle to charge cavalry units and break their 
ranks. When a Chariot broke through, the one of 
the celts riding on the chariot would jump down and 
wreak havoc from the ground as the driver waited 
at a safe distance in case he needed to rescue the 
passenger and retreat. Julius Caesar fought against 
them when he invaded Gaul and it was impressed 
upon him how detrimental chariots could be ina 
battle. Even though the Romans eventually won 

the war with the Gauls, they saw the skill in the 
Celtic fighters and managed to incorporate them 
into the Roman army as mercenaries. Not everyone 
wanted to be a part of the Roman Empire though 


and in order to escape Roman rule the Gauls fled 
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to western europe, which is how the Celts came 
to occupy the different areas that they lived in. 

With the Celt’s skill in battle, it’s no surprise that 
some of their most popular myths feature warriors. 
A prominent figure in Celtic mythology is Cu 

Chulainn. Cu Chulainn was a warrior who, from a 
young age, displayed incredible feats of bravery, 
strength, and leadership. While most versions 

of the myth say that Cu Chulainn wasn’t a god, 

or even a demigod, a few give a slightly different 
explanation to Cu Chulainn’s power. In one such 
myth Dechtire, Cu Chulainn’s mother, accidently 
swallowed a mayfly during her wedding feast and 
fell into a magically induced sleep. Lugh, one of the 
more revered and powerful gods, came to her ina 
dream and confessed that he was the mayfly. When 
she awoke Lugh turned Dechtire and all fifty of her 
handmaidens into a flock of birds and led them all 
to his palace in Brugh na Boyne, the home of the 
gods. A few months after Dechtire disappeared, a 
hunting party sees a flock of the most beautiful birds 
they had ever laid their eyes upon and they stalk 
the birds back to Brugh na Boyne. Lugh welcomes 
the hunting party, and after supplying the mortals 
with the amenities that ancient hospitality required 
-food, drink, and a safe place to rest- Lugh allows 
Dechtire, her newly born son, and her handmaidens 
to return with the hunters to Emain Macha. 

Now, It’s probably a good time to give a bit 
more backstory to the god Lugh and just what he 
means to Celtic mythology. For most of human 
history, the Celtic people have been viewed as 
wild and unsophisticated. This is because most 
of the information that we had on the Celts came 
from the Greeks and the Romans who were their 
enemies. That idea Is starting to change, mainly 
due to archeological discoveries. A lot of beautiful 


artifacts have been found in burial mounds that 
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prove the Celts had, and valued, highly skilled 
artisans. This emphasis on craftsmanship ties 
into Lugh’s identity as a master of all trades. 
In one myth, Lugh was stopped by a guard 
outside the walls of a palace. The guard said that 
only the skilled may enter so Lugh replied that 
he was a wright. The guard told him that the king 


already had a master wright and denied Lugh 


44 WITH THE CELT’S 

SKILL IN BATTLE, IT’S NO 
SURPRISE SOME OF THEIR 
MOST POPULAR MYTHS 
FEATURE WARRIORS 79 


entrance into the palace. This prompted Lugh to list 
every single one of his skills: harper, poet-historian, 
sorcerer, physician, cupbearer, smith, champion, 
and master craftsman. The guard was impressed 
but was forced to inform Lugh that the King already 


had workers skilled in each of those disciplines. 


“Yes,” said Lugh, “but does he have anyone skilled 
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in each and every one of those disciplines?” The 
guard admitted that there was no such man in the 
palace and let Lugh through. Lugh’s many skills 
are reflected in the future exploits of his son which 
is why it is no surprise when Dechtire’s husband 
has no qualms about raising the boy and welcomes 
Dechtire and her child back into his life as if nothing 
was the matter. Dechtire and her handmaidens 
were taken by Lugh and her husband probably saw 
this as a blessing from the god. The boy was named 
Setanta and, whatever his parentage, the myths 
all agree that he was destined to do great things. 
When he was old enough Setanta joined the 
ranks of a small army of boys training to be warriors 
under the supervision of King Conchobar. Despite 
his age and small stature, Setanta had already 
proven his worth to the other boys and was capable 


of singlehandedly beating sixty of them in training. It 
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became a usual sight to see Setanta take on teams 
of the other boys even when they were just messing 
around and playing. On one such occasion, King 
Conchobar tried to call Setanta away saying that he 
wanted Setanta to accompany him to the house of 
a Sidhe blacksmith named Culann. Now the Sidhe 
are a group of people who, after being defeated in 
battle, fled to a different plane of existence. The Sidhe 
occasionally agree to help mortals and receiving an 
invitation to go to a Sidhe’s residence was a great 
honor. You couldn't refuse their offer without greatly 
offending the Sidhe. Which is why everyone was 
shocked when Setanta demanded that he be allowed 
to finish the game that he was playing. Setanta 
said that he'd follow Conchobar’s party when the 
game was done and join them at Culann’s home. 

Well, when Conchobar’s traveling party arrived 
they discovered that feasting with the Sidhe was much 
more fun than remembering about a small boy; so 
they forgot about Setanta and allowed Culann to let 
his most ferocious guard dog loose in the grounds 
outside his home. Later that night, the household 
was roused from their drunken slumbers by the 
sound of a fearsome battle raging outside the walls. 
With one final scream of pain, the noises abruptly 
stopped and the entire company held their breaths, 
waiting for whatever terror that had bested the 
guard dog to throw open the doors. Conchoar’s men 
sighed in relief when it was Setanta who crossed the 
threshold. The boy apologised to Culann to killing 
his most prised dog and offered to take it’s place 
until a new guard dog could be found and trained. 
When Culann agreed he gave Setanta a new name, 
Cu Chulainn, which means hound of Culann. 

Cu Chulainn has been compared to both Hercules 
and Achilles, due to his supernatural strength, ability 
to inspire others to follow him into battle, and how 


gentle he could be off the battlefield. Cu Chulainn 
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completed many trials, to win the hand of his love, smooth transition to christianity can be attributed 
and was forced to fight in a lengthy battle where he to the genius of the druids who helped integrate 
watched one of his closest friends die, both things the old religion with the new, changing myths to 


that Hercules and Achilles experienced. Unfortunately legends and keeping the celtic culture alive. 
for Cu Chulainn, the similarities between the warriors 
doesn't stop there, because he was tragically killed By fieiena Woche: 
in the prime of his life. It’s asad and abrupt ending 
to Cu Chulainn’s exploits, but in the end, he died a IF YOU'RE INTERESTED IN LEARNING MORE ABOUT THE 
hero and is respected by his everyone he came in CELTIC PANTHEON, HERE ARE SOME MORE RESOURCES 
contact with, even the enemies who killed him. 
Unlike Hercules, Cu Chulainn’s death was the 
end of his story; he wasn't granted a place in Brugh 
na Boyne to live out the rest of time as a god. Some 
scholars speculate that this is an example of why 
the Celts were converted to christianity and were 
also allowed to keep some of their old traditions and 
languages alive. A lot of the Celtic gods transitioned 
easily from immortal beings to mortal heroes. The 
sacred places of the druids became sacred to the 


christians and some druids were even regarded 


as saints by the christian churches. In fact, the 
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BRINGING BACK 
DOMINATION: PART 1 


By Stephen Boyd ~~~ 


his will be the first of a two-part article series 
regarding game modes in SMITE, and more 


specifically, Domination as a game mode. 

One key aspect of SMITE that makes it more 
appealing to new and seasoned players alike is the 
presence of various different game modes. The variety 
of game modes in SMITE allow the game to stay fresh 
and exciting when new content is introduced or new 
changes to existing content have been made. Each 
game mode is effected by the changes, regardless if it 
was intentional or not. For example, when Bloodforge 
was changed into its current iteration, not only did 
it affect the standards for lifesteal builds for Hunter 


and Assassins in Conquest, as was intended, but it 
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also affected the builds for Hunters, Assassins, and 
Warriors in Arena, Joust, Assault, Siege, Clash, and 
Duel. Some changes are much more impactful than 
others, but it is unfair to deny or ignore how the metas 
change for different game modes. The fact that there 
is always something being affected by even small 
changes In the game allows for players to always be 
playing with and adapting to new content; so much, 

in fact, that the amount of time it takes for players to 
fully appreciate a lot of the changes made to different 
game modes could arguably be as long as two weeks 
-- the amount of time that generally lapses between 
patches before new content is introduced or changed. 


This is the primary benefit of having multiple 
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game modes, but there are two other benefits that 
are worth addressing. The first is that, because there 
are multiple game modes that all play differently, 
there is always going to be something for everybody. 
Whether you are a caSual player who enjoys Normal: 
Arena, or a competitive player that gains more 
enjoyment from a good game of Ranked: Conquest, 
the levels of competition and diversity of mechanics 
ultimately means that there is something for every 
and all players. The final benefit is that specific game 
modes are primarily driven by different core concepts 
of the game that all players are expected to know for 
Conquest, and can consistently be learned in these 
other game modes. Two prominent examples include 
the many aspects of teamfights that can be learned 
from Arena, or the concepts of lane pressure and 
lane dominance that can be learned from Siege. By 
taking all three of these factors into consideration, 
it is clear that there are many benefits to having 
a variety of game modes, and players are likely to 
benefit from playing all of them on a consistent basis. 
However, there Is one glaring drawback from 
having multiple game modes, which is the division 
within the community. This is not to say that 
Conquest players and Arena players are at each 
other's throats, but when you have a significant 
rate of players that are playing other 
game modes [as an example, 
let's say that 20% of players play 
only Joust or Duel,) that value 
of players are not playing other 
game modes such as Conquest 
or Arena. While it is not fair to tell 
other players that they are ruining the 
game for everyone else by not playing specific 
game modes, it is a fact that Conquest is the most 


enriching game mode within the game, and is 


generally the most balanced (since SMITE is balanced 
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around Conquest,) so players are realistically going 
to have a subpar experience compared to what they 
could otherwise be having when playing a variety 
of game modes, or even if they chose Conquest 


as the only game mode that they want to play. 


44 THERE IS ONE GLARING 
DRAWBACK FROM HAVING 
MULTIPLE GAME MODES 79 


This is why the inclusion of various game modes 
is atough element to balance out. On one hand, 
it provides more opportunities for players to hone 
their skills and take a break from the frustrations 
that can inherently come with Conquest, as well as 
to enjoy the same game in a different way. But on 
the other hand, it has a high potential to limit the 
amount of players that play other types of game 
modes, since free time is a resource that each 
player needs to allocate according to their interest- 
values, and thereby diminishes the experience that 
each game mode provides. So when it comes down 
the the question of the return of Domination as a 
game mode, we need to ask if Domination was a 
game mode that had more pros than cons. 
Short answer: it did not. If we 
were to look at the ways in which 
Domination contributed to the 
game, it did provide a different 
way to take a break from 
Conquest, but judging by the 
relative playerbase of different 
modes, Domination was the 
least popular of these game modes. 

At the time of its removal, less than 20% 
of the playerbase played Domination, and this 
was during a time in which the only game modes 


available other than Domination included Conquest, 
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Arena, Joust, and Assault. Clash and Siege were not 
a part of the game, so while there was a substantially 
smaller player count during this time frame of the 
SMITE beta, there was also a smaller variety of game 
modes to divide the playerbase, meaning that the 
ratio of dedicated Domination players was so small 
that the apparent lack of interest in Domination at 
the time rendered the game mode insignificant. 
Simply put, while there is a very vocal minority of 

the playerbase that strongly desires for Domination 
to return as a game mode, the practical evidence of 


the miniscule dedicated player ratio that put their 
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time into Domination suggests that not enough 
people wanted the game mode in the first place. 
While some players may respond by saying 
that Domination did not need to be taken out since 
it was already a part of the game and did not drain 
any of HiRez’s resources through its existence, 
Domination would have eventually drained the 
company’s resources if it were to remain as a part 
of the game. All game modes have their flaws, to 
be sure, but Domination had so many flaws that it 
needed time and dedication from HiRez in order 
to be properly balanced. Considering that HiRez 
was also improving their graphics standards and 
was making a shift in the game's art direction, the 
Domination map would have required a complete 
overhaul in its layout, in its models, and in its 
textures If it were to be up to par with the standards 
set by the other game modes such as Assault and 
Conquest. Practically speaking, this is the equivalent 
of adding another game mode entirely. While this 
amount of effort is worth the investment for every 
other game mode [since the removal of Domination, 
every game mode, including Assault and Arena, 
has seen a visual overhaul) due to the high relative 
playerbase, the effort that would have been required 
to revamp Domination would not have been worth 
the reward of attempting to satisfy less than 20% of 
the playerbase. At the end of the day, Domination 
was removed to allow the art and design teams’ 
resources to be allocated towards more profitable 
ventures, and consequently reduced the division of 
the playerbase since all SMITE players who used to 
play Domination either needed to quit the game or 
start playing anew game mode, at practically no cost 
to the studio. It was the best move that HiRez Studios 
could have made at the time, given the circumstances 
leading up to the removal of Domination. 


Does this mean that there is no room for 
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Domination in SMITE? No. Not by a long shot. 


When a game mode Is introduced, there will 
be a division of the playerbase. But because HiRez 
has such a large playerbase right now, and because 
the rate of new accounts being created each day 
is Supposedly higher now than it was during the 
beta, the amount of players joining the game and 
playing Conquest or any of the other game modes 
can potentially cancel out the amount of players 
leaving the other game modes to start playing 
Domination. This practically means that all of the 
cons of adding a new game mode could potentially 
cancel out almost all of the pros. However, there is 
one benefit of adding a new game mode that cannot 
be negated and Is probably the best reason for 
adding anew game mode into SMITE -- the ability 


to hone skills that contribute to Conquest. Just as 


Arena serves its purpose as a teamfight simulator,” 


and Siege serves its purpose as a ‘lane pushing 
The Official SMITE Magazine Issue #28 


SSG AHH gg NK gg TN NNT DFE BT 


simulator,” Domination could also be revamped and 
re-added to the SMITE game mode roster in order 
to help players learn new skills that would not be 
learned in other game modes outside of Conquest. 

If Domination were to be added back into the 
game, what kind of skills could it possibly teach that 
other non-Conquest game modes do not? Simply put, 
my proposition is “Domination could be used to teach 
players the skills and value of the concepts of kiting 
and zoning, both of which are important tools when 
securing objectives such as towers, phoenixes, the 
gold fury, and the fire giant,” but the details regarding 
how Domination should be designed in order to allow 
for a fair and balanced game mode that allows players 
to learn these mechanics is something | will address 


in the next issue of the SMITE Official Magazine. 


By Stephen Boyd 
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DIARY OF ... 


Dear diary, 

s always, I'm writing this account of the 

A... as | remember it. Not for my own 
sake -well, partially for my own sake, | will need to 
remember this- but for the inevitable time when 
Susano overcomes his fear and tries to desecrate 
everything that | value again. | guess that means that 
| officially value the time | spend with the other gods 
and want to record how our journey of revenge began 
but that’s only the half of it. Mainly I’m recounting 
the events because the look on Susano’s face was 
incredible and | want to write down this memory 
and save it for the days when | need to remember 
how good it felt to terrify him into submission. 

It started a few weeks ago when Thor came to 
me for help. | honestly can't say when | first met the 
god of thunder, or what we discussed. But after the 
third time the usual mindless small talk developed 
into hour long gripe sessions about our brothers, | 
realized what he was looking for. Fighting all day is 


good - cathartic even - but after spending all of our 
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By Helena Wachhaus ~~~ 


energy trying not to die, neither of us had much left 
to be able to deal with the antics of our brothers. 

“That's it,” Thor had said as he sank into the 
chair next to mine, “we're forming a support group.” 

“What'd Loki do this time?” | asked. Loki was 
more of a wild card than Susano ever was. He's run 
the gambit from pouring soup over Thor’s head to 
going on a murderous rampage. Hell | wouldn't 
put it past him to combine the two and go ona 
rampage wielding nothing but two turkey legs. 

“Oh nothing. We were sitting down, having an 
after battle feast. Next thing | know there's a knife 
sticking out of my shoulder blade. He disappeared 
before | could even take it out.” Thor sighed and rana 
hand over his face. “| know it could be worse, it’s been 
worse, and this normally wouldn't get to me but,” 
he trailed off. | knew the feeling. There were days 
when it was just too much to deal with; it’s a bone 
deep ache that | can sympathise with. Susano gets 
to me too, though he usually just taunts me on the 


battlefield and doesn't pay attention to what I’m doing 
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off the field. At least until | make a name for myself 
or beat him, then he does his best to humiliate me. 

I'm lucky though, he could be much worse. 
Sure Susano’s annoying, but usually my lack of a 
reaction frustrates him enough for the nonsense 
to stop or at least wait until we're both called into 
battle again. Working with him here, well it’s not 
all that different from growing up with him. Thor's 
situation on the other hand, well it’s simplest to 
say that his relationship with Loki was a bit more 
complicated. To be fair, | don't think there’s been 
a point where their relationship has ever been 
easily definable. Even now, eons after they killed 
each other for the first time, they're constantly 
fluctuating between siblings and enemies. 

“How are things with Susano?” 

Thor asked, breaking the silence. 

“Calm, for now. If you asked me, Susano’s 
probably still wallowing In his room from the last 
defeat,” | smiled at the memory. For whatever reason, 
Susano and his team fought that battle extremely 


badly and were forced to surrender only a few 
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minutes 
after it 
started. 
“Wallowing 
or plotting?” 
“With that one?” | 
laughed, “definitely wallowing.” 
Even though there were a few days 
between that battle and the present, 
his pride would still need time to recover. 
“But the plotting will start soon enough.” 
“You're lucky your brother isn’t 
as spontaneous as mine Is.” 
“Something that | remember and am 
eternally thankful for everyday,” | said. “| 
don't even know how you manage.” 
“With lots of drink and good company.” Thor 
stood up and rolled his shoulders back, “now if 
you ll excuse me | think I’m about to be called.” A 


loud voice rang through the halls declaring that 
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Thor had been chosen to fight in another battle. ( 
“How do you do that?” | asked. 
He shrugged, ‘I’ve been here a long time.” 
“I've been here for a while too and I've never 
had the feeling like I'm going to be called.” 
“Warrior's intuition?” he asked. | scoffed and 
shoo'd him out of the room. He had a battle to fight 
and | needed to mull over what he'd told me. 
| got up and started to walk the halls. This 
was the third time today that Loki had tried, and 
failed, to kill Thor. Was there something | missed? 
Because I’m fairly certain Loki is known as the 
trickster god and not the god of fratricide. Why 
does he want to kill Thor so badly? | doubt I'll ever 
come up with an adequate answer to that question. 
| stopped when | reached the entryway into my 
favorite rooms in the complex. A few of the nature 
gods tended to get antsy in between battles; the 
courtyards were created mainly for their sake, but a 
lot of the other gods spent time in them. Even war 
gods like Bellona have been known to rest under 
a tree from time to time. The rooms were just nice 
places to calm down and enjoy the peace and quiet. 
An indeterminate amount of time later when 
nothing worth noting happened, my thoughts 
were interrupted by footsteps approaching the 
courtyard. A wave of heat washed over the room 
along with the sensation that, somewhere behind 
me, someone was trying to smirk with a confidence 
that they did not possess. | knew this god. 
“Apollo,” | greeted 
“Amaterasu, the very goddess | was hoping 
to find.” | watched his shadow on the wall as he 
sauntered into the room. “Do you know why | 
love these courtyards?” Apollo asked. “Because 
my idiot half-brother doesn't always look where 


he’s running. And here he trips after taking two 


steps.” Mercury was known for having a one-track 
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mind, and when that one track was taken up by 
thoughts of I’m going to push Apollo into the water 
fountain he didn’t really remember that there were 
vines or potted plants littering the courtyards. 

“Why were you looking for me?” | asked. 

It was weird watching a sun god deflate. The 
bravado vanished and suddenly Apollo looked just 
as tired as Thor did after a Loki incident. “Thor 
said you were helping him survive Loki and-” 

“Mercury’s been getting to you,” | finished 
for him. Apollo nodded. Out of the three, Mercury 
was the least antagonistic. Yes, he went after 
Apollo to make him look stupid, but the Messenger 
of the gods wasn't actively trying to tarnish 
Apollo's good name or kill him. He was just 
trying to make his older brother look stupid. 

“Do you want to talk about what he’s been 
doing?” The look on Apollo's face quickly told 
me that that was the wrong thing to ask. 

“Actually,” he smirked, the bravado snapping 
back into place, “| think | might have a way to 
get them to back off, at least for a while.” 

That was it - over the course of one conversation 
Apollo managed to convince me that | didn’t just 
need to just deal with Susano. | didn’t need to wait 
for him to come up with another plan to destroy 
me, | could turn the tables at least once. Really it 
shouldn't have taken me this long to come to this 
conclusion, but | was too busy concentrating on not 
letting Susano get to me to see the multiple ways 
| could stop having to deal with his nonsense. 

So, how did we do it? Well, Apollo realized that all 
of the skills we'd picked up from dealing with our own 
siblings meant that we were more than qualified to 
handle each other's siblings. Susano was a planner, 
So a lot of what | learned to do was concoct ways 
to prevent him from being able to access my room. 


It was easy to tweak my techniques to fit Apollo. 
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Mercury wasn't going to be able to get close enough to touch Apollo 
outside of the fields for a long time. With Mercury taken care of 

it was time to look to the other annoyances. | didn't get to see 

the confrontation with Loki, but it was the talk of the entire 


complex for at least a week. The boys 


won't really tell me what happened, but 

| heard that it involved Apollo standing 

over the trickster and saying, 
“you think you're fast?” 


And then delivering a 


twenty-minute lecture 
on the proper use of butter 
knives. As for Susano, well 


he nearly lost all semblance of 


fine motor control when he was 

presented with an angry Thor. My poor brother was shaking 
so badly by the end of the conversation that he had to rest of 

the floor after it was over. It’s safe to say that he won't be coming 


after me while the memory of Thor is still fresh in his mind. 


By Helena Wachhaus 
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WHOIS... TERRA 


Caring and loving, steadfast and protective, The 
Earth Mother is the true epitome of a Guardian. In 
her prime, Terra gave birth to the titans, powerful 
beings that have commonly been referred to as 
“elder gods” and were the original fathers and 
mothers of the primary gods of Rome. When the 
titans were oppressed by their father, Terra worked 
with her children to overthrow her husband and end 
his tyrannical reign. This was not an easy decision 
to make -- did Terra dare conspire to kill the one 
she adored the most for the sake of her future 
generations, or should she have remained loyal to 
her husband and allowed the beings that wanted 
to overthrow him to remain controlled? Ultimately, 
through her own choices and actions, Terra gave birth 


to a new era, and demonstrated her given purpose to 
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the rest of her creations: to serve and protect those 
that she cares about. In SMITE, Terra’s purpose has 
been exemplified in her addition to the game asa 
Guardian, whose entire kit revolves around choice. 
Terra is not the easiest Guardian to play, because 
each of her skills interact with each other and provide 
different effects, begging the question of which skills 
to use and when. True to her role in the rise and fall of 
the titans, players who wish to fully understand Terra 
need to master the skills of situational awareness 
and snap-decision making, lest the result be the 
demise of the gods whom you have sworn to protect. 
Terra’s passive, Standing Stones, is a perfect 
example of this dichotomy within choice. Whenever 
Terra uses her second or third abilities, they will 


create a deployable structure which cause Terra to 
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deal bonus damage on her basic attacks, apply a 
movement speed debuff on her basic attacks [akin 
to a Frostbound Hammer effect,} and render her 
immune to knockup effects. This passive provides 
Terra and her allies with a suitable amount of 
additional utility, but at the cost of using her abilities 
and keeping them active. The second portion of 

that statement is the key to the choice; since her 
abilities interact with each other in order to provide 
additional damage and utility in the form of a burst 
when her stones are destroyed, do you activate the 
burst damage and immediate crowd control during a 
fight, or do you opt to maintain your stones in order 
to ensure sustained damage and sustained crowd 
control from her basic attacks? Because SMITE 
matches are completely dynamic and the situations 
are always changing, there Is no definitive answer 
to this question. Terra’s allies could benefit more 
from her sustained teamfight potential, or they could 
benefit more from her burst teamfight potential -- it 
all comes down to the player's ability to understand 
the situation and make the correct decision. 

Terra’s first ability is Force of Nature. Simply 
put, this is a dash that deals a sizable amount of 
damage when five skill points are put into it, but its 
two other functions are the true purposes of this 
ability. First and foremost, this ability is a movement 
ability, meaning that it will almost always be used for 
movement purposes. While it does not allow Terra to 
move as far on an initial cast (compare Terra’s 35u 
dash to Khepri’s 40u dash or Medusa’s 55u dash.) 
it can be activated a second time for free under 
certain conditions, allowing it to effectively become 
a 70u dash. These conditions are determined by the 
second aspect of her ability, which is to destroy her 
Standing Stones. Destroying a Standing Stone will 
allow her passive to remain active for an additional 


three seconds until its effects end after the delay, 
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but in return Terra’s abilities gain additional effects 
in favor. Herein lies the crux of Terra’s kit -- is she 
to use her dash to destroy her stone, to provide 
extra mobility for herself, or simply to be used as a 
base dash in favor of keeping her passive active? It 
is up to the player to make such a delicate choice. 
Terra’s second ability, Crushing Earth, is Terra’s 
primary form of crowd control. Upon activation, 
Terra creates a field between two walls that has 
an orientation that is perpendicular to where she 
is facing and lasts for five seconds. The field itself 
slows enemies who are trapped inside of it, and 
both of the walls are Standing Stones that keep her 
passive active. When the ability is reactivated, the 
two walls move towards each other, dealing a set 
amount of damage per wall that hits an enemy and 
stunning any enemies that are hit by either wall for 
1.5 seconds. Terra can use Force of Nature in order to 
destroy one or both of the walls, which deals damage 
in a cone in the direction she is facing per wall that 
is destroyed. Once again, this ability forces players 
into making choices about this ability. Do you use it 
as a Slow, do you reactivate the ability immediately 
for some burst damage and a stun, do you leave 
the ability up as a player deployable to block off 
the enemy team as a form of “field-manipulation” 
crowd control, or do you destroy it to apply damage 
in a cone as well as to perform an additional dash? 
All of these are equally viable options, but specific 
options will yield better results in different situations. 
Terra’s third ability is simply named Monolith. 
It creates a monolith at a ground-target location 
which produces an area of effect and counts as a 
Standing Stone. While the monolith is active, you 
and allies within the area are healed for at least 500 
health points over the course of 10 seconds. When 
the monolith is shattered with Force of Nature, the 


area of effect remains over the next five seconds, 
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rooting all enemies who were in the area when the 
monolith was shattered and dealing damage over 
time to all enemies who remain in the area. Because 
you gain the most utility from this skill per point spent 
compared to Terra’s other abilities, with the exception 
of your Ultimate, this is the skill you will want to max- 
out first. This is also the skill in Terra’s kit that sets 


the pacing of the game during 


the laning phase. Do you use 
it exclusively for the heal, so 
that way your duo-lane 
partner can prepare for 
another fight or a gank 
from the enemy 
jungler, or do 
you become 
aggressive 

with it by 
shattering 

the monolith 

to root the 
enemy in place and 
follow up with a stun 
from Crushing Earth 

to ensure enough single- 
target lockdown to practically 
guarantee a kill? Once 

again, the difference between a good Terra 

and a bad Terra will be player discretion. 

Terra’s Ultimate, appropriately named Terra’s 
Blessing, Is the second ultimate in the game to have 
this goddess’s name in it. It is also an incredible utility 
ability, as it is designed to be an ideal initiation tool 
and an Ideal escape tool. The ultimate itself provides 
Terra and all of her allies 30% movement speed, 
100% mana cost reduction on all abilities, anda 
maximum of 40% cooldown reduction. Additionally, 


Terra and any allies are healed for at least 500 health 
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points at max rank when they take damage from 
four sources, Including abilities and basic attacks. To 
top it all off, this ability is a global ability, meaning it 
affects every member on her team no matter where 
they are on the map. To show the versatility of this 
ability, imagine two scenarios -- one where Terra 
uses her Ultimate to engage the enemy team during 


a teamfight, and one where her 


team Is losing the teamfight and 
needs to retreat. In the first 
scenario, Terra uses her 
ultimate to provide 30% 
movement speed to 
her team in order to 
chase the enemy 
down before 
they would 
have enough 
time to react, 
would allow 
her and her allies 
be able to use all of 
their abilities without 
losing any mana and 
would have a 40% cooldown 
reduction on their abilities so 
all members of her team can 
output more damage sooner, and would be able to 
heal her allies if the enemy team responds back. At 
this point in the teamfight, she sets up her team to 
be in a position where why will have more health, 
more mana, and access to their abilities, which will 
force the enemy to either disengage or die trying. 
In the second scenario, Terra uses her Ultimate 
to allow her team to run faster than the enemy, 
so they will not be able to catch up to her team, in 
addition to providing 100% mana reduction and 40% 


cooldown reduction meaning that her allies can use 
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their escapes if they have no mana and can use their 
escapes more often if they are disengaging a great 
distance from their fountain. Additionally, if her allies 
take some damage from the enemy that manages to 
catch up to them, they will be able to heal themselves 
in order to live to see another day. Chasing down 
any team in this position would literally be a 
waste of time. Ultimately, with the pun completely 
intended, Terra can make and break any teamfight 
with her Ultimate, but she will only be making 
her own teamfight while breaking the enemy's. 
Because Terra focuses more on utility than 
damage, she benefits the most from having high- 
damage allies on her team. During the laning phase, 
Hunters who are regarded as either early-game or 
late-game do this best, because early-game Hunters 
are more readily able to capitalize on Terra’s utility 
and get to their strongest point faster, while late- 
game Hunters have their weaknesses practically 
negated with Terra’s health sustain and setup via 
crowd control. The best example of an early-game 
Hunter is Anhur, while the best examples of late- 
game Hunters are Rama, Artemis, and Xbalanque. 
Almost all other Hunters are good with Terra, but 
honestly do not feel any better with Terra than they 
do with any other Guardian, such as Khepri or Ymir. 
Of these Hunters, | think it is worth mentioning how 
well Xbalanque’s Ultimate combos with Terra’s 
Ultimate, because both are high-utility and both are 
global abilities. Aside from Hunters, single-target 
Assassins that are more burst oriented than crowd 
control oriented, such as Mercury and Arachne, can 
capitalize on Terra’s utility in order to allow their 
benefits to outshine their weaknesses. Warriors that 
benefit more from Terra than other Guardians are 
Warriors without any consistent or reliable healing, so 
Odin, Vamana, Sun Wukong, and Osiris will be happier 


to be allies with The Earth Mother than Warriors 
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with healing on their base abilities, such as Hercules 


or Tyr. In regards to Mages, almost all Mages are 
capable of burst damage, so no Mage Is truly going 
to benefit from Terra’s crowd control more than any 
other mage would. It is worth noting, however, that 
because Terra Is a healer that can and in many cases 
should buy healing oriented items, Mage healers 

are much more free to build other items that they 
need, such as power and cooldown reduction, since 
up to two items slots are now opened up since the 
utility from those items is coming from the Guardian. 
Of the Mages in the game, it appears as though Ra, 
Chang’e, Aphrodite, and Hel are complemented 

by Terra’s abilities than many others are. 


Regarding itemization, Terra is a utility-based 
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Guardian that does not scale off of power, but does 
appreciate cooldown reduction and defense items. 
Shoes of Focus are a must-purchase for Terra, 

since the cooldown reduction allows her to use her 
heals, stuns, and roots more often, as well as to 
make herself prevalent on a global scale more often. 
From there, Guardians help their team the most 
with Sovereignty and Heartward Amulet, so these 
cheap items should be purchased as well. Next, Rod 
of Asclepius or Lotus Crown, or even both, are good 
items on her, since they allow her healing to be more 
effective and to provide some additional utility in the 
form of protections, respectively. While these two 
healing items are generally inefficient items on most 


gods, they are much more efficient on Terra because 
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é bi sO WHO IS TERRA? any taunts, stuns, or silences from any abilities are 
SHE’S A POWEFUL BEING also effective ways to prevent Terra from being an 
CAPABLE OF SAVING asset for her team, since her utility comes from 
AND SETTING Up HER her abilities, and if she cannot cast any abilities 

’ while she needs to cast abilities to the useful, she is 
ALLIES AT A MOMENT s therefore useless. There are no set hard-counters 
NOTICE ~ BUT ONLY IN to Terra quite yet, but generally gods with disruption 
THE RIGHT HANDS 7 7 are able to hold their own in a fight, so by picking 


a god or goddess with disruption in their kit, you 
she has two healing abilities, meaning that she will are putting you and your team in a better position 


always have a healing ability whenever Lotus Crown’s — when going up against the mother of the titans. 


passive is able to be triggered, and she doubly makes So, who is Terra? Terra is a powerful being, 
use of the additional healing from Rod of Asclepius. capable of saving and setting up her allies 

To round out your build as Terra, | would highly at a moment's notice -- but only in the right 
recommend a Mantle of Discord, primarily for the hands being controlled by the right mind. 


additional protections and for the cooldown reduction, 


but this item’s passive will always be useful on any : = By Stephen Boyd 


| 
| 
frontliner. Of course, outside of your first two | 
or three items, all items in a build are | 
situational. But from my experience yo | 
with playing as Terra, this is ‘ - | 
the build that works best for | 
both me and my team. | 
When playing against | 
a Terra, the most | 
important thing to | 
remember is that either | 
you or your team needs | 
to disrupt her. She only | 
benefits her team via | 
healing and utility, but | 
not damage. If you have | 
any Warrior that makes it | 
difficult for her to cast her | 
abilities on your team, that | 
should be one of their top priorities, | 
as it is clear to see how much of an | 
asset Terra Is for her team. Additionally, 5 
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IN THEORY- GODS OF 
ANTIQUITY: MAZU, 
GODDESS OF THE SEA 


By Drew Martz ~~~ 


Weer back to another In Theory, where 
we take a look at a god or goddess 


not yet included in SMITE’s ever-growing roster 
of deities and create a kit for them! Last issue, 
we created abilities for the Greek Goddess of 
Memories, Mnemosyne. This time, though, we're 
going a little further east; we ll be theorycrafting 


a kit for the Chinese Goddess of the Sea, Mazu. 


LORE 


There are few things as unpredictable and 
merciless as the sea. Its azure glow can be alluring to 
seafarers, but in a whim that beauty can be deadly; it 
is not uncommon to hear stories of men, women, and 
even children who are consumed by its unforgiving 


depths. However, for those who still wish to set sail, 
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there is a beacon of hope: Mazu, goddess of the sea 
and protector to those who wish to travel upon it. 

Ever since she was born, Lin Mo Niang, the girl 
who would grow to be a goddess, was known to be 
immensely intelligent with a hunger for spiritual 
enlightenment. She was also renowned for her 
knowledge of medicine, and often was visited by 
her neighbors and fellow islanders when they were 
ill. When she was only fifteen, she was capable of 
performing supernatural and miraculous feats, such 
as predicting changes in the weather and calming 
sudden storms to prevent ships from capsizing. 

One day, Lin Mo Niang’s father and brother 
were out at sea while she was home in her chamber. 
Suddenly, she sensed that they were in danger: 

a monstrous typhoon had appeared. It had swept 


over her family’s ship, dragging both her father and 
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brother overboard. Before the sea could claim them, 
she entered a trance-like state while at her loom, 
appearing before her kin and attempting to save 
them from the storm. During this time, however, Lin 
Mo Niang’s mother had entered her chamber and, 
seeing her daughter seemingly lifeless and afraid 
that she was extremely ill, woke her and unknowingly 
broke her trance. Lin Mo Niang was able to save her 
brother, but her father drowned beneath the waves. 
At the age of 28, Lin Mo Liang was no more, 
as she was reborn’ into the revered goddess 
Mazu. Together with her two devoted, demonic 
guardians, Mazu forever roams the seas in her red 
gown, acting as a guardian to those who navigate 
the large blue expansion of the sea and sworn to 


never let anyone perish the way her father did. 


ABILITIES 


In SMITE, Mazu would be a Guardian, 
protecting her allies just as she protects the 
seafarers of her land. She functions as a 
powerful team-oriented goddess whose kit is 
best used while playing on the offensive. 

We'll go through explaining Mazu’s abilities 
one-by-one. Mazu’s Passive, Blessed Tides, gives 
everyone around her movement speed as long as 
they are walking in the direction Mazu Is facing. 
This passive is quite versatile, as it can be used fora 
variety of purposes, including chasing, disengaging, 
and rotations. It’s also really useful for support ganks 
early on, as Mazu will obviously always receive the 
benefit from her own passive. Of course, out-of- 
sync teammates might find this ability difficult to 
take full advantage of, so be sure to communicate! 

Mazu’s first ability is called Cure Wounds. 


It’s pretty self-explanatory, because the main 


| 

| 

N 
thing it does is heal a single ally. However, there’s : 
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more: the healed ally gains a power buff for a few 
seconds, allowing them to dish out more damage 
for the duration. But there’s more! If Mazu scores 
a takedown, Cure Wounds’ cooldown is reset 
completely, allowing for more people to receive 
heals and the bonus power that comes with it! That 
being said, keep in mind that even if you heal the 
Same person In quick succession, the bonus power 
won't stack. Because that would be kind of broken. 
This ability is obviously best suited to teamfighting 
where Mazu can get as many resets on her heal as 
possible. In a fast-paced fight, she can be quite the 
turbo healer! In lane, however, this ability is best used 
in the middle of a trade, when your ally Hunter can 
benefit from both the heal and the damage boost. 
Mazu’s second ability is Stormy Waters. Mazu 
targets a medium-sized rectangular area to create 
two waves that collide in the middle. Any enemies 
that are on either sides of the rectangle are displaced 
to the center of the area and damaged, followed up 


by a very brief slow. The main purpose of this ability 
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is to set up her third ability, as the crowd control it 
has isn't long enough to be incredibly useful for picks 
or peeling like similar AOE crowd control abilities. 
However, this ability works incredibly well when paired 
with abilities from Mazu’s teammates, like a Scylla or 
a Poseidon ultimate. This characteristic really plays 
into the theme of Mazu’s kit, which is a Guardian that 
doesn't have a lot of crowd control but really excels 
in helping out her teammates through healing or 
setting a large group of enemies up for their abilities. 
Teamwork Is required to make the most of Mazu. 

This ability also makes ganks by Mazu 
quite potent, because of how the ability works 
in relative to Mazu’s facing. If Mazu comes in 
from the side of a lane, Stormy Waters can 
actually push enemies towards your allies, 
leading to a possible catch by your team. 

Mazu's third ability is Demonic Guardians, and 

it’s the only ability in her kit that has “traditional” 
crowd control. Mazu sends out her two demonic 


guardians forward in an “X” pattern, damaging all 
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enemies in the path, where the center of the “X” 


is where the cursor is (think Kali’s second ability: 
Lash]. Enemies in this center are stunned and 
unable to heal, while anyone else who gets hit 
only get slowed. This is Mazu’s main crowd control 
ability, and it synergizes well with Stormy Waters; 
drag a large group of enemies to one small area 
and stun all of them at once with this ability. The 
healing prevention also helps in those duo lane 
duels If the enemy Hunter has any life steal. 

An important thing to remember is that since 
Demonic Guardians is Mazu’s only stun in her kit, 
it’s vital to select your targets well. Save Demonic 
Guardians for that Assassin who Is destroying your 
backline, or try to get a large group of enemies 
together with Stormy Waters for a great multi-man 
stun. It doesn’t have an extremely long cooldown, 
but as your main crowd control tool, don’t waste it. 

Finally, Mazu’s Ultimate... If you love Khepri, boy, 
are you in for a ride. | mean that both seriously and 
sarcastically. This ability is called Divine Protector, 
and just like how Mazu saves drowning seafarers 


from storms, she has the ability to save allies on 
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the battlefield and whisk them away to safety. 
When Mazu activates this ability, she selects a 
single target (the range is very large but requires 
line of sight) and dashes to them on her cloud. 
When she arrives, the targeted ally is granted 
complete invulnerability for a short time. If that’s 
not enough, after the invulnerability expires, Mazu 
has the ability to reactivate Divine Protector to dash 
back to Mazu’s original location before the ability 
was activated, taking the ally with her. How's that 
for a protector? Do you see an ally horribly out of 
position? Dash to them, make them invulnerable 
so they don’t die, then quickly get them right back 
out of harm's way. Do you see your allied Hunter 
demolishing the enemy team by themselves? Dash 
over and help him out by making him completely 
immune to damage and crowd control, and decide 
whether or not you want back out again, since 
the second activation is completely optional. 

Use Divine Protector on the most important 
member on your team during fights. | suppose that 
should go without saying, but a proper use of Divine 


Protector could mean winning a teamfight versus 
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losing one. This ability also synergizes well with 
other parts of Mazu’s kit: her Passive is useful for 
allowing your empowered ally to chase down kills 
without fear of getting turned on, and whenever 
your unkillable friend gets a kill for himself, Cure 
Wounds Is reset as well, which Is useful if you 
used your ult to save a low-health teammate. 

So what are the downsides to this ability? For 
one, the invulnerability only lasts for a short time 
(longer than Aphrodite's ult Undying Love but waaay 
less than Kali’s ult Destruction), so the enemy 
team could very easily wait out the duration. Also, 
note that it does put you in harm's way as well; 
it’s not going to do your invulnerable teammate 
any good if you immediately die on arrival, since 
obviously you can only activate the second dash 
of your ultimate if you're, you know, alive. 

That's my idea for Mazu, Goddess of the Sea! For 
this concept, | wanted to create a Guardian that made 
up for her lack of crowd control with her massive 
team support and setup qualities. Another big theme 
of Mazu Is being able to switch between offensive and 


defensive playstyles, with the highest payoff resulting 
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from the former. | think Mazu being a sea goddess 


really reflects this: the sea can be calm and serene in 


one instant, then in the next a violent and deadly force. 


By Drew Martz 


a eneeeeenieemeeenmeeeneeneeemmemmemeemmeEmmemmEmmEmmemmmmmmee 


The GameOn Magazine 


\ 
| 
N 
T 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
‘ 
\ 
N 
N 
N 
N 
\ 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 
N 


SANNA HNNG | | 2 | ICL F SSS SSS 


GAME OVER 


eee a eae 


2 


e = 


th 
Tame me ue 


a ¥ a if eae) a nf 1 
ee De yale Laas Lia ule L x Pha uli Lia 
ree ray es ray rie ray ie ray rie ray es rar oie ray 


= * oe 


IN THEORY - i GODS OF 


GAMING: 


og brave magazineers, and welcome back 
to another installment of In-Theory Gaming, or 
as | like to call it: The Gods of Gaming. This month's 
installment as relayed by me from on high will bring 
you a SMITEinized version of a legendary knight of 
video gaming's yore. Barely armor and just a man, he 
uses whatever he can find scattered across the demon 
realms to fight through hordes of Satan’s minions to 
rescue his princess. The true image of a manly man 
and the textbook definition of a chivalrous knight, of 
course it can only be Arthur from the Ghosts ‘n Goblins 
series. 

Since his appearance in the 80's, Arthur has 
become a recognizable fan-favorite character in video 
games, with appearance in his own sequels as well 
as others, such as the Marvel vs Capcom games and 
even as a bonus character playing golf or piloting a 
giant knight robot in cameo appearances. He's also 
something of a symbol for “Nintendo Hard” games, 
representing the extreme difficulty of older series 


like GnG. Aside from the kinda sequel, kinda reboot 
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ARTHUR 


By Devon Boyette ~~~ 


Maximo games, Arthur hasn't had much in the way of 

recent updates to name and brand recognition, but he 

still stands as a classic favorite of old-school gamers. 
As a fragile mortal, a mere man on the 

battleground of the devil or, in this case, the gods, 

Arthur is a very squishy target that nonetheless 

manages great feats. Hurling giant steel lances 

across the sky to slay demons Is no task for the 

faint of heart or the weak of arm. So, with high 

damage and high risk, Arthur is a Hunter wielding 

his famous infinite lances in combat. Of course, it 

wouldn't be too relevant to the series If we left out 

his other items and especially his recognizable 


armor and trademark dying all of the time. 
PASSIVE: KNIGHT ARMOR 


Arthur comes equipped for battle with durable, 
man-made metal armor, the best of its kind and the 
perfect gear for a wandering knight. In Ghosts ‘n 


Goblins the armor was something of a health bar 
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Type 


Ability 1 


Knight Armor 


Torch Toss 


Throwing Daggers 


Ability 2 
Ability 3 


for Arthur, or rather his single-hit protection. Taking 


Double Jump 


Magical Golden Armor 


any damage shredded it and left him vulnerable. 
To wit, in SMITE, the more durable armor will be 


something of a second health bar for our hero. 


In battle, when Arthur takes enough damage to 
deplete his health, he'll get a second chance. He'll 
be thrown back, and his armor will crumble to 
pieces around him exposing his vintage boxers 
and pale, gleaming chest for all to see. If he can 


survive on a second, vastly-reduced health bar 


44 THE TRUE IMAGE 
OF A MANLY MAN?7 
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Description 


A second chance for Arthur when his health is 


depleted, though he becomes much more vulnerable. 


A simple thrown fire attack Arthur can use up to 
twice, with moderate AoE. Upgraded with area and 


damage during his ultimate. 


An attack speed steroid that changes Arthur's 
attacks into throwing knives for the duration. The attack 


speed buff gets increased during his ultimate. 


A leap ability that can be activated again mid-air for 
another jump. Arthur is free to change direction for the 


second activation. 


A time limited upgrade to all of Arthur's damage 
and effects, increasing the damage on his visually 
modified attacks. Unavailable during the bonus time 


granted by Knight Armor. 


and higher incoming damage, Arthur can live 
to don his armor once more and return to the 


battle alive, with his life if not his pride intact. 


FIRST ABILITY: TORCH TOSS 


Bringing back one of the classics, Arthur 
reaches into his armor and somehow pulls out 
a supply of already lit torches and hurls them 
one at atime. Using the ability allows him to 
throw two torches--the maximum he can have 
on-screen at once--each of them slower but 
with a decent area of effect and a single extra 
tick of burn damage after the initial landing. 


With his ultimate activated the torches turn 
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into blue fireballs. These deal more damage than reduction in projectile size, this functions as a simple 
normal, and deal extra damage In a very short line attack speed increase steroid, granting Arthur a much 
in front of the landing spot after they're thrown. higher number of projectiles for a few seconds, with 
no ensuing loss of damage for the end product. 
SECOND ABILITY: THROWING DAGGERS During his ultimate’s uptime, the 
attack speed increase Is slightly higher, 
Activating this ability switches Arthur to throwing = and the normal damage boost applies. 


small knives instead of his lances. Despite the 


THIRD ABILITY: DOUBLE JUMP 


Arthur channels his platforming roots and 
performs a jump on his third ability, a simple leap 
with a ground target that can dodge attacks and clear 
walls. While he’s in the air, Arthur will get the chance 
to use Double Jump a second time and justify the 


name, letting him change trajectories and gain a little 


ee: ae 


more height, and potentially clear good distance 
\ and stay hard to pin down in doing so. 

> — | . Unlike his other abilities, 

| Double Jump gains nothing from 


Arthur's ult. It’s simply jumping. 


“4 


ULTIMATE ABILITY: MAGICAL 
GOLDEN ARMOR 


| 

| 

| 

| 

| 

| When he ults, Arthur dons his potent golden 
| armor and as an added effect, increases the 

| strength of his main abilities for a certain amount 

| of time. His attacks are also stronger, hurling visibly 
| more impressive lances and dealing more damage 

| on each hit. He also looks much cooler than normal. 
| When his health is depleted he loses the effect 

| of and access to his ult, meaning he can't even 

| cast it without Knight Armor, so it’s best used in 

| panicked desperation before that moment comes. 
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WEAKNESSES 


As a hunter, Arthur is weak to dying. He has 
a low health pool, lower than most other Hunters 
even, to reign in the potency of his passive's 
survivability. In fact, though he can build health 
all he wants, when he loses his Knight Armor he 
reverts to a lower, set amount of health until he 
makes it back to base or dies, and there's no way 
to increase that health outside of leveling up. 

Beyond that, he has good effective dodging in his 
Double Jump, which could make him tricky to fight 
and unpredictable, but no other mobility and no built- 
in cc immunity. Allies that give him such strengths 
will naturally be good complements to his damage 
and the rest of his kit, and could keep him even safer. 

Enemies able to capitalize on Arthur once 
his cooldowns are rolling will have every option 
available against him. His Torch Toss can be 
dodged fairly easily, and the downtime on his 
speed steroid gives you large windows for counter- 
attack, but don't underestimate the natural 
strength of his heavy lances, or his sudden 
ultimate and the ability to create a turnaround. 

Once he’s out of the fight, or at least out of 
his armor, Arthur has two options: he can turn 
and fight, or try to get away for good. He'll take 
heavy damage and go down easily to focused 
fire when naked, but he still has his attacks, his 
abilities, and any lifesteal he might have built--not 
to mention his allies. Be canny, and if you can, be 


prepared to catch him, and he'll go down easy. 


FINAL THOUGHTS 


Is it possible to excel with no crowd control 
in your kit? No global ultimate, or built-in heals? 


A sparse steroid? Sure. That's why he’s the best. 
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Arthur's kit is pretty simple and built around quick 
reflexes and precise attacks. Luckily, he’s got a sort 
of parachute for when you get ‘killed’. A parachute 
made of polyester blend and covered in small hearts. 
Whether he's throwing eighteen-pound 
metal spikes at the rate of almost thirty a minute 
or landing in thin air so he can jump again 
before the ground catches up with him, Arthur 
is a throwback to gaming's Golden Era, his final 
destiny tied to both inevitable and endless death 
as well as the constant resolve to keep trying 
anyway, to keep coming back for more. As such 
Arthur, the gaming god of determination, makes 
a perfect choice for the battlefield of SMITE. 
And here's hoping you win, so he can finally 
get his victory screen and rescue the princess 


he’s given up so much for over the years. 


By Devon Boyette 
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GOD RE-ENVISIONED: 
APOLLO 


Patt Ace? 
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By Devon Boyette ~~~ 


reetings from beyond, mortal readers, and 

welcome back to God Re-Envisioned. Today's 

installment will be keeping Apollo firmly in 
the duo lane, but not as a Hunter. Instead, we'll be re- 
crafting him as a Guardian, a calm but vicious patron of 
the arts, and occasionally a healer, who uses his kit to 
enable others to kill or to keep them alive. 

In mythology, Apollo and Artemis were twin 
children born to yet another union between Zeus 
and someone who wasn't his wife. Born second 
to the titan Leto, Apollo was an immediate target 
for retribution, as was his mother. Saved in birth 
by the people of Delos and the intervention of his 
newborn sister, Apollo quickly grew into a fierce 
warrior and a protector of the people from evil. 

When the serpent-dragon Python was sent to 
hunt down his mother for her and Zeus’ infidelity, a 
young Apollo, a child of only four days old, begged 
his uncle Hephaestus for a bow and an arrow, 
which he used to slay the beast. This incredible 


archery at such a young age Is likely what inspired 
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Type Description 


Apollo will continue to play his instrument and provide 


i 
i 
i 
; 
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4 
Z 


Play for the People 


5 area of effect healing around him until he uses an ability. 
assive 
Use of any ability triggers a bonus effect and puts his 
passive on cooldown 


Apollo hops forward and plays a deep, leaden note on his 


Heavy Chord Ability 1 tortoise shell lyre. This resonant chord mesmerizes everything 
in a circle around him. If cast during Play, it will stun instead. 


Apollo caresses his lyre and soothes the body and soul 


from them. If cast during Play, allied gods will also be granted 


a small burst of healing. 


a flash of light centered on himself that sears enemies for 
Burn Away Ability 3 damage and a small burn over time. If cast during Play, 

the burn effect will also make all affected enemies more 

vulnerable to damage while it lasts. 

gods and create pillars of sunlight centered on each of them. 
The Sun's Fury Ultimate |The sun's rays will narrow down over several seconds and 

damage and stun any enemy god still remaining inside when 

the effect hits. 


his SMITE origins as a Hunter-class god. 

Later, Hera sent the renegade titan Tityos after 
Leto for a far more sinister punishment. The great 
thing's strength meant that Apollo needed his sister's 
help, and in the end Zeus himself had to intervene, 
casting the titan down into Tartyrus where he truly 
belonged. In all this, of course, Apollo was punished 
for his transgressions, but the punishments were 
mostly in name alone, for circumstantial reasons. 

As Apollo grew, he developed more character, 
however. The young archer became creator and 
patron of the arts, the god of music and inspiration 
for the Greek love of sculpture, and the Renaissance 
cultural love of painting. He also fostered the aging 


world’s pursuit of beauty. He fathered Asclepius, the 
The Official SMITE Magazine Issue #28 


Using his power over the sun chariot, Apollo creates 


with his music. Affected allies will receive a small protections 
Pure melody Ability 2 boost and will have any lingering damage affects removed 


Apollo's Ultimate will instantly reveal all living enemy 


god of medicine and healing, and both were together 
known as the healer’ in Greek etymology. And despite 
his own occasional godly misdeeds, Apollo remained 
a champion of justice and retribution on Olympus, all 
traits that make him a viable support in duo-lane. 

Let’s talk abilities. 

Apollo doesn't shake up the status quo too 
much, but there are some unique tools he brings to 
the table. In lane, his kit will come down to a basic 
choice every so often--which ability to spend your 
passive bonus on. This decision, or the decision to 
play for you or your lane partner for a moment, will 
carve out the flow of his aggression. Naturally, this 
means you might not always be able to make the 


play you want, when you want, but it gives Apollo 
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a strong tool for shot-calling, and rewards you 
whether you go in or not. The kit below focuses more 
on his aspects of protector and musician, and less 
on his role as the wheelman for the sun chariot. 

His passive is naturally the core element to this 
kit. Play for the People is more than just a cooldown, 
though. Apollo will start the match playing music 
and won't stop until you use an ability. Thereafter, he 
has a moderate cooldown before he picks up the lyre 
once more. However, while playing, his song will heal 
allied gods around him for a decent amount, albeit 
somewhat slowly. However, once his instrument is at 
the ready, Apollo's next ability will have slight bonus 
effects granted on cast, and Play for the People will go 
on cooldown once more. The interplay will never cost 
him the main part of these abilities, but will instead be 
an optional extra for Apollo to pick and choose from. 

Apollo's first ability, Heavy Chord, is a short- 
ranged gap-closer and his main crowd control tool. 
On use, he readies his lyre and jumps forwards. 
When he lands, everything around him will be 
damaged and mesmerized, a holdover from his 
Hunter kit. When cast during Play for the People, 


however, Heavy Chord will instead stun the enemies 
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for the duration. The strength of this spell is 


offset by the shorter range and smaller area of 
effect, however the stun or even the mesmerize 
can be a strong tool for Apollo and his allies. 

Next up we have Pure Melody, one of the main 
abilities that separates Apollo from current gods. 
When cast, Apollo will quickly strum out an arpeggio 
riff and raise the protections of all nearby allied units. 
In addition, however, all lingering damage over time 
and any attached effects will be removed. This will 
allow Apollo to directly counter the lasting damage 
of gods like Kukulkan or Ah Puch, but won't stop 
reapplied damage from gods like Anubis or Nox. 
When cast during his Play for the People passive, 
Pure Melody will stop the song as normal but apply 
a small burst of area healing to make up for it. 

The third ability here will be Burn Away, Apollo's 
first sun-related ability. On use, Apollo will sear 
nearby enemy units with a harsh flash of heat from 
the sun. Everything hit will suffer a low damage 
burn and a lingering effect ticking for damage over 
time. In addition to bolstering clear, this move will 
apply an added feature when used during Play 


for the People that will make affected units take 
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percent bonus damage for the duration. This also 
means that Apollo will counter an enemy imposter 
of himself in lane, when the matchup occurs. 

Lastly, the time has come to discuss Apollo's 
ultimate. The ability isn’t affected by Play for the 
People and vice versa, so there's no bonus. It’s also 
an ability tied to the sun, to spread his kit out a Little. 
On use, The Sun’s Fury will immediately reveal all 
enemy gods wherever they are, even in stealth, as 
long as they are alive. This is granted through round 
beams of sunlight, like columns in the sky, that 
appear centered on each of the enemy gods and 
lock in place. The beams will focus in towards the 
centers of the circles at the same rate, and when 
they finally reach the middle, any enemy still inside 
of any of them will be stunned and take damage. The 
effect will overlap, but not stack--so each enemy 
will take the stun and damage a maximum of once. 

Naturally, Apollo's kit gives him a good mix 
of offensive and defensive utility. His damage is 
spread out somewhat thinly over his abilities, and 
the burst from his ultimate, his strongest damage, 
requires luck, coordination, or working with allied 
crowd control to land effectively. This keeps his 
ability to turn a teamfight around in check, but 
still potent. On the other hand, using his passive 
well can sway skirmishes and laning in his favor. 
You won't hit like Sobek, but you can provide 
consistent healing and a mix of damage reduction 
or damage increase, depending on your needs. 

In laning, Apollo has the tools to help his ally, 
and what he lacks in heavy initiation or outright 
kill securing or denial, he brings in niche utility. 
Healing often will keep his lane partner safe and 
protected, and also has the benefit of removing 
enemy DoT abilities, making the duo lane that 
much stronger against gods that rely on it. He 


can also counter stealth, and much like Nu Wa, 
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grant free global vision of the enemy team--if 
only occasionally. The choice here means vision 
at the possible cost of the ult’s damage and utility, 
however. But choice is the theme of the kit. 

It’s worth noting that all of Apollo's abilities are 
somewhat weak and lack good scaling, like many 
Guardians. However, the damage he deals through his 
abilities is exclusively AoE and conveniently shaped 
for clearing waves. Clearing the lane directly means 
using his passive instead of saving it, and could also 
mean that he might struggle in solo lane or when 
alone, which is to be expected for someone who can 
decide to heal up for free by hanging back otherwise. 
Another point of balance is the damage over time 
on Burn Away. Here, Apollo chooses to have a stun 


from Heavy Chord or an increase in 


damage dealt from Burn 


oN Away, by using his 

passive on one of 
these abilities. It 
won't be possible 


to get both 
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44 NATURALLY, APOLLO’S 
KIT GIVES HIM A GOOD 
MIX OF OFFENSIVE AND 
DEFENSIVE UTILITY. 97 


benefits without a stun from any other source. 

Later in the game, Apollo's roaming will mean 
his passive will always be up when he gets to another 
lane, ready to use for passive healing or opportune 
abilities. This can mean a quick stun or save for an 
ally, and can mean a flash ult and chain cc for lanes 
with their own way to help; an ally that can keep one 
or more enemies pinned down for the penultimate hit 
of The Sun’s Fury will go a long way towards making 
the best use of the ult and Apollo's teamfight ability. 
However, he can also pop the ult from anywhere and 
force enemies to make a choice of their own--stay 
and fight or leave the sunlight for safer environs. 

The choices that make up Guardian Apollo's kit 
are central to his theme: the mythology of Apollo as 
protector and destroyer. 

You won't be able to 
bring a dead ally back 
to life, or pluck an 

enemy and hurl them 
into your ravenous team. 

But you can straddle the fence 

well and lean however you want, and even 

contribute to sieges by sitting back and waiting. Not 
something many Guardians can say. All that, and 
you ll finally get to lane with his sister. Not bad for 


someone who didn’t even make his own instrument. 


By Devon Boyette 
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Aggression AND Indecent exposure! 


TERRABLE DESIGN, THE 
PROBLEM WITH 
___ ANCIENT PEOPLE 


By Lukas ‘Grim LOki’ Entwistle ~~~ 


n geology, cleavage is the nature of a mineral cleavage is responsible for many geographical 
to break more or less along straight, flat shapes and many of the more recognizable 


edges. This occurs due to the particular shape = square and cube shapes occurring in minerals. 


of the crystal matrices that make each mineral up So, what does this have to do with SMITE? 
as well as the structural differences that cause In short, Terra. As you can see, the game took 
a tendency to break in flat, even planes. Natural natural mineral formation to heart, Terra’s heart 


to be precise. Or at least somewhere on her 
TAKE NOTE! chest. She certainly does look all squared up. And 
This piece is satirical in nature and should who do we have to thank? Why, ancient cultures 
not be taken seriously in any way shape of course. But I'm getting ahead of myself. 

or form. If you are offended by sexual or Sure, in SMITE Terra manipulates the earth to 
religious comments, skip this article, her advantage and acts as both a pleasant mother 


! hope you all enjoy it! caring to her allies, and a gentle yet effective tyrant 


to her enemies. Her magical pantheons rarely 


enn 
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factor into the moment-to-moment gameplay, was often shown as a hefty girl, complete with 
but the game seems to have trouble letting you her own globes on display for all the world to 
forget they exist. Her card is sculpted with this see. The Romans had no problem with nudity 
goal, showing you both her Standing Stones on such a conventionally attractive woman--for 
passive and, well... her standing stones. the time. Which is where the problem starts. 
Terra certainly looks good for a woman her age, See, the Romans were a heathen people, 


thanks in part to her purple mountains and their very devoid of good Puritanical values that time and 
obvious majesty. There's nothing flat about these experience has taught us. They were strangers to 
minerals, and as fans of SMITE, many of us were the correct way these things are handled, and for 


naturally disappointed with Hi-Rez for the all their grasp on Terra and her bustamite 


decision-making put on display here. ~ Na figure, had no grasp on decency and the 


This is a modern game, with modern J . virtue of modesty, especially in a goddess. 
sensibilities. Where was Now it becomes clear that Hi-Rez 
the cause here? Why didn’t create such an appalling image 
was It so vital that themselves, but rather that they 
Terra come with her came Into it via inheritance. In fact, 
own lane towers? as certain 
Well, believe it 


or not, the fault lies 


things stand, 
I'm inclined 
elsewhere, no pun intended. to believe that 
As l've said above, the choice to Hi-Rez would have 
stick to Terra’s guns was only the elected to keep Terra 
most recently made at the tail end au naturel if they had 
of a long line of top-shelf mistakes been allowed. Pun 
made throughout history. Surely intended, this time. Luckily 
the ancient Romans were its first ' for all of us the Founding 
true victims, falling prey to their Fathers of America 
own design choices well before foresaw this horrible 
SMITE gifted Terra with 


titanium ore deposits. 


taint from the Romans 

and created clothes. 

Thank you, Eli Whitney. 
Regrettably, the ancient 


In depictions of the 
goddess the Romans 
in no way stole from Romans didn't have access 
the Greeks and to 18th century inventors. 
hastily renamed Without clothes or the Bible 
her with the world’s on-hand, they were left to 


first pencil and their own devices. And their 


Clearly a pose that's inviting indecent activities 


rubber eraser, Terra devices painted pictures of 
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ABSOLUTELY UNACCEPTABLE! 


Terra, carved statues of her, and penned myths of 
her, all in the nude. It would be another two thousand 
years, give or take, before we came along to set 
things right. And set it right we did, but just barely. 
Hi-Rez kept these power pots under wraps, and 
from the looks of things it couldn't have been easy. 
So where does that leave us? Well, it means Hi- 
Rez can’t keep flirting with danger like this. Enough 
of these sexy gods. Like Nox and Aphrodite before 
her, Terra’s got loose rocks, and we all know that’s 
how the avalanche starts. | know the Romans stole 
created Terra, but why should that matter? We can't 
just let Hi-Rez follow their lead. That’s not what 
this is about. This is a game, not a history lesson. 
So we need to get ahead of this. Aphrodite 
was fair, an easy goddess to design and just an 
easy goddess in general. Her t/a ratio is at least 
justified. But Terra’s like a sexy grandmother. 
She has no business rocking that low-cut armor. 
And it won't stop here; next we'll be talking 
about Hera’s g-string and recruiting Atlas to 
hold up Chuangmu's cups. The buck stops here. 
It’s time to show our girls some support. 
It’s too late for Terra. Her stones are rolling 
in the game as we speak, so she can’t gather any 
more moss than she already has. But we have the 
chance here to raise our voices. To tell Hi-Rez that 
we won't stand for such flagrant authenticity in our 
gods and goddesses, that creative interpretation 
must include modesty. We can keep this from 
happening to anyone else. We can stop Hi-Rez from 
milking the images of these goddesses for profit. 
Join together, my brothers and sisters. Speak up, 
and let it be known: “Less accuracy, more clothes!” 


You can’t hold us back, and you can’t hold us down. 


By Lukas ‘Grim LOki’ Entwistle 
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Feigned innocence. Don’t be tempted to thinking other 


DEAR LORD! MAKE IT STOP! 
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Artwork by Emily Barnes 


WHEN WORLDS 


The obsidian palace chaos called home was well 
built. Each pantheon had their own small alcoves 
branching off of the main rooms, the thick, glassy 
walls were illuminated by carefully controlled lava 
flow. It made the room warm, almost uncomfortably 
so, but with how many Ice beings were held in its 
walls the heat was a welcome change. Within the 
center was the gathering of the entire force, awaiting 
the return of the reaper. All that were present were 
talking in small groups, sticking to their pantheon and 


murmuring in tongues others couldn't comprehend. 


The general din of the room came to a hush as a 
familiar sound, four wings flapping in unison, greeted 


them. Hades moved to the center of the crowd to 
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COLLIDE: PART 8 


By Jessica Seney ~~~ 


greet his good reaper, his companion in the matter. 


From his open palm came a small glow, a soul. 


The soul was docile, an immortal of a plane 
even he did not know. Even as his thin fingers closed 
around its wavering form he knew, oh yes, he knew 
that this was a fighter. There was no screaming, 
no begging for a mercy he couldn't give. It was so 


silent, so stoic in even such a weakened form. 


“Well done, Thanatos. You've proven once 


again none can hold against your onslaught.” 


The reaper’s left hand came to his chest, each 


finger coming smoothly into place over where 
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his ‘heart’ would have been. Head dipping low, “Welcome to our abode. What might we call you?” 


WAIN 
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wings folding respectfully behind his back and 


right hand holding the scythe ever so carefully. Gods and goddesses gathered around the 
Words weren't needed for what the motion meant growing form. Each one murmuring and whispering; 
after the eons of working under his guidance. What is that? Who Is it? Why does it look like 
that... They were confused, it was expected, of 
Hades needed only wave him away, and away course. Even Hades had no idea just what the 
he went. Where those wings carried him none soul was from other than a large crocodile man. 
but the underworld’s ruler could say, but he was .. But this was far from what he expected. 


nothing but a small distraction from the item of 

interest. The soul now held in his very grip. What was expected, from his soul's silence, 
was the glare. The glare of a being who was 

Slowly, unsurely the form came to life, whispers unhappy without a body and thoroughly miffed 

and deep purple, almost murky mess formed the about being in the strange obsidian palace. 

body of a tall, proud being. Then, as if an unseen hand 

began to pull and push against the fog a body began to “Give me back what you stole.” 

form. Head, arms, tail... it hunched, indistinct teeth 

and features emerging from within its strange form. The lack of screaming undertones, the lack of 


whispers even as he spoke gave Hades a very, very, 


Onin 
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very clear 
explanation as 
to just what the god 
was thinking. Souls often 

had no way to hide emotions and 
when one felt something overwhelming-- 
Fear, sadness, longing -- it came through as 
a flurry of whispers and screams. What this god's 
told was anger, injustice... and a will to boot. 
“My dear friend, | have taken nothing from 


you. I’ve given you that form, after all.” 


The sneer was a good indication 
he didn’t buy it. In the distance, a soft, 


watery wind echoed in the halls. 


44 .. AND LOOK AT YOU 
-- NOTHING BUT 
DISGUSTING SHADOWS 
BEFORE ME. 99 


“From what | understand, you were greeted 
by a member of our little order. You disregarded 


them and they wanted to speak with you again.” 


His hand reached to the distance, slender, corpse 
like fingers beckoning to the gathering mist just 
before the soul. From the mist came the form of 
Ao Kuang, hand held atop his blade’s hilt and eyes 
narrowed at the form. Even as a murky, wavering 


shadow the croc towered over the small orange man. 
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“You took me away 
from... You did this so | 
could talk?” Ah, there were the 
murmurs, the whispers. Not of fear, 
no, noo. This being had no fear, he had anger 
overwhelming. Anger that caused his murky form 
to solidify for even just a moment, dangerous teeth 
becoming ever clearer for just that second, just 


the moment. If they could take the anger. . . 


Of course, while Hades was mulling over this 
idea, Ao Kuang’s mouth moved miles an hour. 
Taunting the creature, circling him as if nothing more 
than a wounded animal in his territory. The sharp 


claws atop each fingertip prodded at murky form. 


“... And look at you-- Nothing but disgusting 
shadows before me. Even the water that flowed 
from you has abandoned yo-” Just like that, 
the croc lunged. Body solidifying for just an 


instant, jaws outstretched, ready to close--! 


Close around the misty form of Ao Kuang. 


Nothing but gentle dewfall met the shadow’s 
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teeth. Even the dew became a weapon, exploding 
outwards and causing the Croc’s shadowy form 
to shiver, almost shatter from the blow. The red, 


glowing eyes of the shadow set onto Hades. 


“That is not the reason you are here. 


You came looking for someone, right?” 
The glare he got in return was the only answer. 


“Well, if that someone is with the people over 
yonder... Well, they're being misguided. You see, 
they want peace between man and deity. Something 
we had for hundreds of thousands of years. . . 

But when they got bold, when they questioned us. 
Destroyed our shrines, they insisted that it was 
only a minor offense. Something that would ease 
away...” From within the crowd Hades just barely 


found the outline of Ao. Good, he wasn’t hurt. 
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“When it didn’t, we were forced to act. They saw 
it as a... declaration of war. We are forced to defend 
the balance while they want to coddle them. If your 
friend is there, they need to understand what they 


are fighting for. We can help you with that. . .” 


The croc’s tongue flicked over his 


teeth, eyeing the ghoulish being. 


“And what if | say no.” 
“Then you are returned to your body. 


We will not be forcing anyone to fight.” 


He thought a moment, eyeing the crowd 
of faces. The greek goddess of love and her 
birds who worked to heal the large ice giant of 
small cracks. The masked mayan god of hell 
who spoke In a strange language with the bee 


man, skin crawling with the small insects. 
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no violence in your land... There will be 


when more of your kind appears.” 


The murky form turned to Hades, almost 


rivaling him in height. “| leave when | want.” 


“Of course.” 


“Give me a body then.” 


“Ah Puch, Ah Muzen Cab, Aphrodite. 
.. Please, go put the 
good man’s body back 
together. I'll continue to speak 
with him. Everyone else. . 


have a pleasant evening.” 


By Jessica Seney 


| 
| 
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FALL RELEGATIONS 2016 


By Zachary McFarland ~~~ 


he SMITE 2016 Fall Relegations took place on 

August 6th and 7th. The tournament consisted 

the bottom two SMITE Pro League teams from 
both North America and Europe facing the top two 
Challenger Cup teams from these regions. The teams 
fought for two spots In their region’s SPL Fall Split. 
Games were held in a round robin best of two style 
where each team fought the three other teams in their 
region in a two game set. If a team won both games in 
the set, they get three points and if the teams split the 
set, they receive a single point. Losing a set 0-2 means 
a team nets zero points for the set. The two teams 
with the highest points in each region at the end got 


promoted to the SPL. 
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TEAMS 


The teams are listed below in two groups of 
four, first EU and then NA, in the order of SPL 7th, 
SPL 8th, CC 1st and CC 2nd. Their rosters are 
listed as Solo, Jungle, Mid, Support, Hunter. 


Fantastique 

MoGow, WorldEdit (formerly 
Jiffy), nulisa, Dardez, Jermain 

Fnatic secured seventh seed at the end of the 
European Spring Split. After four starting members 
and the Fnatic organization left, it was up to Jiffy, 
renamed to WorldEdit and former substitute nulisa 


to form a team for relegations. The recruited three 
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members from the top Challenger Cup team, 
Forsaken, a reincarnation of the Mymridons SPL 


team, and renamed themselves Fantastique. 


Torpedo 
Gamehunter, NinjaBobat, Korinyo, Murrdurr, m0eX 
Torpedo wound up as the last place SPL 

team and went into relegations hoping to 

maintain their spot in the professional Smite 

scene. Every player on the roster from the 


Spring Split returned to play in relegations. 


Whatever 
NONumbers, thepikachu, Aiurz, HalfDevil, JustLofes 
Whatever is a team that wasn't supposed to 
make it to relegations. At the end of the split, they 
were the fifth seed but Forsaken disbanded to 
create Fantastique and Whatever was then added 
to the Challenger Cup finals. There they finished 


first, trying to ride the momentum into the SPL. 


CycloneGG 

Deathwalker, iceicebabyy, Wlfy, KaLaS, VoteNBK 

CycloneGG is a powerful team that has 
members with SPL experience in Wlfy and 
VoteNBK. Their support, KaLaS, participated in 
the DreamHack LAN with Paradigm. The roster 


was one of the favorites coming into relegations. 


Team Envyus 

CycloneSpin, Skeeledon, KikiSoCheeky, 
PolarBearMike, Wowy, 

Team Envyus was once one of the best 
teams in the world but then fell hard during 
Season 3. The surviving members going into 
relegations were CycloneSping and KikiSoCheeky. 
They picked up Skeeledon from The Randozos, 


Oceans from Allegiance, and free agent 
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PolarBearMike to round out their roster for the Mangoh, IFates, Giliara, Dingodile, Kaeydan 
Fall Split. Because Oceans ended the Spring Risky Behavior was the second challenger 
Split on a sixth place team, he was locked out team to fight for SPL status in North America. 
of relegations, so sub Wowy was brought in. This team went through heavy roster changes 


right before relegations started, but is made 


The Randozos up of experienced players, with Giliara doing 
Whalrus, Mirage, moswal, Wubbn, GhostCreepr a stint as an Xbox pro before rejoining the PC 
The Randozos are a storied team that has scene to bring his team to the pro league. 


generally not had much success. They have had 
many roster changes and played with three new 
players during relegations. The holdovers of Wubbn 
and Whalrus brought in relative unknowns moswal, 


Mirage, and GhostCrepr to hold their SPL spot. 


Most Wanted 
Fineoke, medieval, Covi, Rachetier, FaymousHate 
Most Wanted was the strongest North 
American Challenger Cup team. They were 
under the Sanguine Esports brand during the 
split. Led by the SPL-experienced FaymousHate, 
the team has had a lot of success and aimed 


to bring their talents to the big stage. 


Risky Behavior 
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EUROPE RELEGATIONS 


Torpedo vs Whatever 

In the first game of the event, both teams ran 
a double guardian comp and SPL native Torpedo 
played it better and easily won. In the second 
game of the set, Whatever stepped up and played 
much stronger and stomped back. The set ended 


split 1-1 and both teams secured 1 point. 


The Official SMITE Magazine Issue #278 


, Pa Z a + 


’ ve ; ‘ 
Ns 


“ 


Fantastique vs CycloneGG 

The first game of this set was very slow, with 
both teams feeling each other out. Cyclone won 
the early and mid-game fights but FNQ mounted 
a great defense. Eventually Cyclone finished out 


the game. Fantastique started the second game 


swinging and stomped the competition. The set split. 


Fantastique vs Whatever 

Fantastique retained their momentum and 
started the game fighting and killing members of 
Whatever while generating a massive lead. They 
threw on the Titan but came back and won the 
game. In the second matchup, there was a lot 
of early aggression and the game was back and 
forth. Fantastique secured themselves a lead and 
expanded it to a victory. Fantastique won both 


games, granting themselves 3 additional points. 


Torpedo vs CycloneGG 
The first game in this set saw Torpedo and 


Cyclone playing passively and waiting for both 


compositions to scale. Eventually, CycloneGG steadily 
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grew a lead and won the game. In contrast to the first 


game, the second game in the series was very bloody. 


Cyclone won in kills, but Torpedo won in objectives 
and the game was tied going into the late game. 
There, Cyclone won fights and won the game. They 


secured a 2-0 and added 3 points to their score. 


Whatever vs CycloneGG 

Cyclone only needed to win one game in this set 
to secure their spot in the SPL. In the first game, 
they played a brilliant macro game to prove they 
deserved to be in the pros. CycloneGG pulled it off 
and made It. The second game no longer mattered 
as Cyclone had secured their pro league spot and 
Whatever was eliminated, so both teams played a 


fun, high kill game that Cyclone closed out on. 


Fantastique vs Torpedo 
Both of these teams were defending professional 


teams and with CycloneGG making It into the SPL, 


only one could maintain their position. Fantastique 
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only needed to win one game to qualify while 
Torpedo had to 2-0 to force a tie breaker between 
these two teams. In the first game, Fantastique 
drafted an Awilix-based composition and easily 
won, securing themselves into the SPL. The second 
game no longer matter because Torpedo was kicked 
from the SPL, so both teams had a fun draft and 
played another fast-paced, high kill count game. 


NORTH AMERICA RELEGATIONS 


Most Wanted vs The Randozos 

The first game in North America saw two 
warriors per team. Most Wanted tried to invade The 
Randozos speed buff and lost 3 members for it. 
The game snowballed off of that and The Randozos 
stomped their Challenger opposition. The second 
game was much slower and map-based. The 
Randozos showed they were better at macro and 


team play, securing a second win and 3 points. 
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Team Envyus vs Risky Behavior audience at large did not understand and assumed 
The first game saw a few interesting drafts. it to either be a mis-pick or an unusual strategy. 
Fafnir was left open for the second time this event The Randozos dominated the game and killed the 
and was picked up by Risky Behavior. Envy picked Titan in 22 minutes. The second game was very 
up Aphrodite which was countered by an Odin pick. fast paced, with Risky Behavior executing a cheeky 
Envyus won most of the fights but Risky Behavior 1 minute gank to secure first blood on the mid 
managed to take Gold Furies to tie up the game. lane. However, The Randozos would continue 


Envy got wiped trying to knock down a phoenix but to win fights and close out 
then defended their own base from attack and won 

the game. Envy picked up the Fafnir in game 2. They 
snowballed off of a fight at Gold Fury and won 
the set 2-0, gaining 3 points. 


the game and series, adding 3 points 


and guaranteeing them to return in the SPL. 


With Team Envyus and The Randozos 

Most Wanted vs Team Envyus secured into the SPL, as well as Most Wanted 

In the first game, Most Wanted’s jungle Ravanahada _and Risky Behavior eliminated from contention, 

massive lead in the early game. Around the mid game, he — the remaining sets were not played. 
let off the pressure and Envy won a fight and snowballed 
to victory. The second game saw Most Wanted put Eight teams entered, four leave and advanced 
together a protect-the-Zeus comp while Enw drafted an to the SPL. In Europe, the victors were Fantastique 
anti-Zeus team. Env invaded blue at the start of the game and CycloneGG while North America saw the 
and got Cyclonespin snowballing to an easy win. Envy return of Team Envyus and The Randozos. The 
secured 3 more points and with them, a spot in the SPL. Fall Split starts on August 25th and the teams will 
fight to go to the Smite World Championship. 


| 
The Randozos vs Risky Behavior i 
pa 


The first game of the series saw Risky Behavior By Zachary Meranand 
pick up a Geb for the mid lane, which the casters and 
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SPL FALL ROSTER CHANGES 


Ss Is tradition between splits in SMITE, 

roster changes have shaken up 

both North America and Europe, 
with only handful of teams experiencing no 
changes. From top teams like SoaR to teams 
in relegation like EnVyUs, rosters changed for a 
variety of reasons, whether it was retirement or 
a lack of team cohesion. Let's take a look at all 
the changes that happened over the summer. 

Starting in North America, the top two teams 

from the spring split, Enemy and Eager, experienced 
no roster changes heading into the fall split. Third 
place team Soak, however, experienced some 
interesting roster changes. Early in July, it was 
announced that jungler Homiefe and midlaner 
Hurriwind would be leaving the team due to a lack 


of team unity. It was later announced that Snoopy 
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By Jesse Tefft ~~~ 


would be joining the team as the new midlaner, 
while Andinster would join as the new jungler, 
leaving Luminosity. Personally, | think that these 
changes are both a positive and a negative for 
SoaR. Andinster already has synergy with Snoopy 
and Baskin from his time in Luminosity and Cloud 
9 respectively. However, Snoopy had an extremely 
poor spring split and needs to prove early on In the 
fall that he can still hang with the best of them. 
Moving on to the team Andinster left, 
Luminosity also had two roster changes. As 
previously stated, Luminosity lost Andinster, and also 
lost TheBoosh in the mid lane. Luminosity picked 
up two free agents formerly on Denial, Masked in 
the jungle and Xenotronics in the mid lane. Both of 
these pick-ups are clear upgrades in my eyes, with 


Masked having an objectively better spring split than 
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Andinster. Boosh was known for his lack of interest in 
the game, so having Xenotronics come In with synergy 
already built up with Masked brings Luminosity back 
into the top three conversation in North America. 
Going down the standings in North America 
leads to Denial. As mentioned with the Luminosity 
changes, Denial dropped both Xenotronics and 
Masked. Feeling they were the better option, 
Denial picked up Hurriwind and Homiefe after 
their departure from SoaR. Hurriwind had 
a breakout split in the spring, and Homiefe 
performed consistently throughout the spring. 
These changes should be a slight improvement 
for Denial, so it'll be interesting to see how the 
team performs against SoaR and Luminosity. 
Just outside of relegations is Team Allegiance, 


who experienced several large changes late this 
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summer. Oceans left the team earlier in the summer, 
and it was recently announced that Mattypocket would 
be leaving the team, while Lassiz would be retiring. 
This left a very large hole in the team filled up by a 
veteran and two relatively new faces to the pro scene. 
The new midlaner for Allegiance is MLCst3alth, 

who Is looking to prove that his performance in the 
Spring split was a fluke and that he still is a force 

to be reckoned with in North America. The new 

solo for Allegiance is Copebby, a notable challenger 
cup player who has come performed well in the 

past. He'll have to adjust to SPL play quickly if 
Allegiance wants a get a top five finish this fall. 
Allegiance’s newest hunter is also a challenger 

cup veteran in the form of Venenu. Formerly on 
Risky Behavior, Venenu is a player that has always 


come close to making the SPL and looks to make 
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the most out of the opportunity he’s been given. 
Going down to the two teams that qualified 
through relegations this split, both EnVy and the 
Randozos have undergone significant changes. 
EnVy entered the summer with no definite roster 
after a split of constant change. With CycloneSpin 
moving back to solo and KikiSoCheeky going back 
to mid, EnVy picked up three very good players. 
PolarBearMike was brought in from the 
Randozos to the support position. PBM 
has always been a consistent player 
and should bring some stability 
to the team. Going with 
him into the duo lane is 
EnVy’s new hunter, 
Oceans. Oceans 
had possibly 
one of 
the best 
debut splits 
in SPL history, 
becoming “rookie of 
the split,” but unfortunately 
won't be able to play in 
the relegation matches due to 
roster lock rules. The new jungler 
for EnVy is also a former Randozo by 
the name of Skeeledon who had a decent 
showing during the spring split and looks to help 
EnVy regain their winning record. Moving on to the 
Randozos, who underwent a large roster change, 
adding Mirage, moswal, and GhostCreepr. All three 
players are relatively new to the competitive scene, 
with Mirage and GhostCreepr both coming from 
Challenger Cup team Weenie Hut Jrs. The Randozos 
looked strong In relegations, but will most likely 
ride out the bottom of the standings once again. 


Europe experienced less roster changes 
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over the summer, with the top three teams, 
being Panthera, Paradigm, Hungry For More, 
kept their rosters the same heading into the fall 
split. The fourth place team in Europe, Cringe 
Crew, dropped their solo laner Axioz bringing in 
Zyhroes instead. Axioz had a surprisingly good 
season with Cringe Crew, however, Zyhroes’ 
veteranship and expansive god-pool provides 
him an advantage over his predecessor. 
Team Dignitas experienced some 
interesting roster changes as well, 
dropping their ADC iRens and solo 
laner DarkDodo. Dignitas 
brought in Duck3y, 
formerly the sub on 
Panthera as their 
new solo 
laner. 
This Is 
definitely an 
improvement 


A as Duck3y played a 


4 


Z as a top solo laner in Europe. 


phenomenal game with 


Panthera and is regarded 


Support player Suntouch moved to 
the ADC role and now has BigManTingz 
joining him in the duo lane. Suntouch is 
known for his ability to play several positions, 
but I’m unsure if ADC is Suntouch’s strongest 
role. Dignitas has the ability to be a top team in 
Europe depending on how well they play against 
teams like Cringe Crew and Hungry For More. 
Team Leftovers Is an interesting case as both 
support Badgah and jungler Jungler have left the 
team and no replacement has been announced, 
nor any statement from any players on the status of 


the team. This means either we most likely won't 
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know the roster until their first game, or Leftovers 
isn't ateam anymore. Moving on to the teams 

that qualified through relegations, Fantastique 

and Cyclone are both new teams to the SPL. 
Fantastique held Fnatic’s spot going into relegations 
and is comprised of Jiffy, now known as WorldEdit, 
MoGoW, nulisa, Jermain, and Dardez. MoGoW, 
Jermain, and Dardez all played on Myrmidons in 
Season 2 and look to stay this time around. Nulisa 
has been around the scene for while, being a sub 
for Epsilon eSports in Season 2 and playing in the 
Challenger Cup for Spicy Waffles during the spring. 
Fantastique will be a middle of the pack team this 
split, fighting to stay out of relegations In the fall. 


Cyclone also qualified through relegations, 
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taking the spot of the now disbanded Torpedo. The 
team is made up of DeathWalker, iceicebabyy, Wty, 
VoteNBK, and KaLaS. All five of these players 
have been on the cusp of entering the SPL since 
Season 2 and have played together several times 
before this qualifying run through the Challengers 
Cup. The team as whole will most likely be a 
bottom two team this fall due to their lack of SPL 
experience compared to the rest of Europe. 

Both North America and Europe experienced 
several roster changes over the summer. 
With the SPL coming up, it will be interesting 


to see how the teams stack up now. 


By Jesse Tefft 
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OPL SPLIT WRAP-UP 


By Jacob Russell ~~~ 


lot has changed in the OPL since this split 
started back in May. After many roster 
Swaps and organization acquisitions, Split 
2 of the OPL has come to a close. It came to a close 
at the Oceania Esports Masters event at Sydney's 
“Australian Technology Park”. The top 4 teams from 
the split competed in a single elimination bracket, 
with the top team taking home $13,000 AUD ($9,750 
USD). With Alpha Sydney (formerly LlamasInPyjamas] 
and Corvidae falling short in their efforts to make the 
playoffs with records of 7-13 and 0-20 respectively, 
the four competitors were decided. Alpha Sydney 
held the final playoff spot by one game over Avant 
Garde in Week 9, before losing 2-0 to them in Week 
10. Corvidae was unable to get any footing this split, 
but hope to make their sponsor proud at a later date. 
The number one seed, Legacy eSports, went 
up against bottom seeded Avant Garde. Legacy 
eSports are known to many as Dead Weight, the 


team who has sat at the top of the standings since 
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the beginning of the split. After having so much 
success out of the Challenger’s Cup (17-3 record 
this split}, it is no shock they drew interest from an 
organization. Their opponent, Avant Garde, once 
again find themselves in fourth place after finishing 
with a 8-12 record. They made no roster changes 
between splits despite their sub-par performance in 
Split 1. During the split, Legacy won all four games 
against Avant Garde. This semifinal matchup is 
an example of old vs new, with Avant Garde being 
a part of Oceanic SMITE since the beginning, and 
Legacy just joining the scene a few weeks ago. 
Incite, the number two seed, went up against 
#3 seed Team Pandamonium. Incite also has an 
impressive record coming out of the Challengers 
Cup (15-5), but have yet to be picked up by an 
organization. Team Pandamonium on the other 
hand is an organization run by streamer “Chinglish” 
that saw past success In Split 1 of Season 3. They 
now return to the playoffs, not as an undefeated 


top seed (5-0 record), but as a lower seed hoping 
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win as the underdog (13-7 record). Incite had Team 
Pandamonium’s number over the course of the 
split, going 3-1 against them. These two teams 
are the only teams to find wins against Legacy 
eSports, meaning that the Finals won't be an 


easy task for Legacy if they can make it there. 


SEMIFINALS 


In a crazy turn of events, the two lower seeds 
advance to the finals. Avant Garde was able to 2-0 
top seeded Legacy eSports. In the first game, which 
lasted 28 minutes, AG Jungler LiquidRenegade 
led the charge as Susano with an 11/3/7 KDA. He 
participated in all of his team’s kills and got the final 
blow on 61% of them. Although Avant Garde only 
had 3 more kills than Legacy, they ended the game 
with a 14k gold lead. If you thought Avant Garde did 
well in Game 1, you would be impressed with the 
second game. They had almost three times the kills 


as Legacy (23-8) and ended the game with a 16k gold 
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lead. Legacy used all 4 of their bans on assassins, 


obviously targeting LiquidRenegade. With a lot of the 
top assassin picks gone, another member of AG had 
to step up and rack up the kills. iDivine went 12/1/9 
on Raijin, a kill participation percentage of 91%. 
Legacy’s Support, Weave, was forced into picking 
Amaterasu after Avant Garde banned 3 supports. 
Legacy’s comp was easy to counter, as they had too 
much basic attack damage with Sol, Rama, and Kali. 
Avant Garde was able to pull off the surprising upset, 
but could they down the former OCE champions? 
Third seeded Team Pandamonium came back 


to win the series against Incite after losing the first 
semifinals 


@ icc 
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game. Incite ADC JustLaney’s Freya led his team 

in the first game by going 9/3/11, participating in 
91% of the kills. Pandamonium’s target bans (Bans 
on Freya, Neith, and Hou Yi) worked in the second 
game, as JustLaney’s Sol didn't stack up. Rowe's 
Solo pick worked much better this time around for 
Team Pandamonium as his Amaterasu drastically 
outperformed his Xing Tian. Rowe was able to get 
more kills than all of Incite, going 5/1/4 compared 
to Incite’s 3 kills. Incite’s team comp lacked magical 
damage, as they had a Medusa in the mid lane. 
This would continue into the third game, as Incite 


had an Anhur in the middle lane. Pandamonium 


Finals 
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counter-built against this comp perfectly, with a 


majority of the team picking up physical defense 
items. With Incite unable to take down their 
competition in teamfights, they only garnered up 4 
kills. Pandamonium was able to make quick work 
of Incite, winning the game in 22 minutes with an 
11k gold lead. The Split 1 Playoffs weren't easy for 
Pandamonium either, but they managed to achieve 


their ultimate goal. Could they make it two in a row? 


FINALS 


AG was able to do it, they completely flipped 
the table! For all four teams, their seed was inverse 
of their finish at this LAN. In a quick 24 minute 
game, Avant Garde was able to easily destroy enemy 
structures by having iDivine play Chronos in the 
middle lane. Robdigidy on Hou Yi dealt a large amount 
of tower damage as well. These two weren't only 
killing towers though, as they had a combined KDA of 
11/4/22. Pandamonium’s front line just couldn't stay 
alive long enough to make an impact, as both Athena 
and Amaterasu both led the team with 5 deaths. Ina 


long (44 minutes) and highly-contested second game, 
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it all came down to Pandamonium not defending 
their Titan while also trying to steal the Fire Giant. 
“Winions”, as the casters called them, were pushing 
down both the left and middle lanes. With the help of 
Robdigidy as Jing Wei (who had a phenomenal 14/4/9 
KDA], the minions proved they can be a contributing 
factor as well. In the third and final game of the set, 
ElChuckles’ Bellona led the way. He had a 9/1/10 
KDA and was instrumental in zoning for objectives. 
Avant Garde was able to get 4 Gold Furies, which 
made any comeback by Pandamonium impossible. 
Heading into Split 3, the team who has been on 
the bottom half of the region for quite awhile will be 


starting on top! Congratulations to Avant Garde! 


By Jacob Russell 
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Team Envyus has a storied past in SMITE. The 
team started out as Snipe Gaming years ago and 
has evolved to its current incarnation through many 
roster and organizational changes. At one point, 
they were the best lineup in the world but recently 
fell on hard times. At the end of the Spring Split, 
Envy was thrown into relegations but pulled through 


and will be rejoining the SPL for the Fall Split. 


TEAM HISTORY 
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| The story of this team started with Snipe Gaming 

\ 

back before the SMITE launch tournament. The team 
\ 

was captained by Shing and included Wolfy2032, Nick, 
\ 

| Allied, and Incontinentia. They went in as the third North 
\ 

N 

\ 

| 

N 


Snipe was also included in the first season of the SMITE 
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American seed and ended the tournament as fifth place. 
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TEAM SPOTLIGHT: ENVYUS 


By Zachary McFarland ~~~ 


Pro League. Their roster consisted of the returning duo 
lane of Allied and Incon, with the addition of Weak3n, 
Jerbie, and the serial name-changer, KikiOrNah. 
During the SPL, Snipe was signed by 
compLexity Gaming. The team placed fourth place 
inthe regular season and qualified for the Regional 
Championship. CompLexity fell to COGnitive 
Gaming in the semi-finals of regionals and did not 
qualify to the SPL. Afterwards, Jerbie was kicked 
and rising star CycloneSpin was picked up. 
Shortly before the start of Season 2, the team 
dropped CompLexity and rebranded themselves 
as Melior Morior. Two weeks later, they called 
themselves AFK Gaming to better represent 
their sponsor, the AFK Gaming lounge. 
AFK Gaming played amazingly in the Spring Split, 
only losing one set before the Multi-Region LAN and 
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then dominated the tournament, easily obtaining 


the title of the best team in the world. CycloneSpin 
dominated the scene with his assassin solo plays and 
continued to do so in the Summer Split, where AFK 
once again secured first seed in the regular season 
leading up to the Summer Finals. This time, they fell in 
the semifinals and finished in third place. AFK started 
the Fall Split off with a vengeance, having an incredible 
record and pretty much securing first seed seven 
weeks into the ten week split. This is the point where 
the members of the team left AFK for Team EnVyUs. 
The Team EnVyUs record started to drop after being 
picked up by the organization, but they had built such a 
lead that they still secured first seed going into Super 
Regionals. Even though EnVyUs had a strong placement 
in the tournament, the slump continued as team drama 


and role swaps plagued the team and Enw fell to fourth 
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place, again missing out on worlds. The team decided to 
play in the Xbox tournament at SWC and rotated out Incon 
for Omega for the event. They easily won and decided 
to use this roster for the upcoming Season 3 SPL. 
Season 3 was a mess for Team EnVyUs. They 
started out strong, showing the mechanical prowess 
of ateam with that name power and had the potential 
to win a split. A few weeks into the season, Enwy fell 
apart. They went through several roster changes, with 
several members being benched or leaving and the 
squad and the team continued to lose many matches 
as chemistry broke down and the team crumbled. 
On August 7th, Team EnVyUs had to prove their 
worth in order to stay in the SPL. Four teams went 
to Relegations, but only the best two got into the 
SPL. Each team had to face the other teams in best 


of two series. Both Envy and fellow incumbent SPL 
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team The Randozos beat the challenger teams, Most 
Wanted and Risky Behavior, 2-0 and qualified back 
into the SPL without having to play each other. 


Envy went into Relegations with another greatly 
changed roster. CycloneSpin and KikiSoCheeky remained 
on the squad and had to recruit three new players. 
Cyclone and Kiki retained their spots at solo and mid, 
respectively and picked up Skeeledon for the jungle as 


well as the duo lane of Oceans and PolarBearMike. 


ROSTER 


CycloneSpin is the current captain and solo laner of 
Team EnVyUs. He was the hard carry of Envy throughout 
Season 2. The team would build compositions and play 
around getting CycloneSpin to snowball so he could 
win the game. Cyclone was considered one of the best 
players in the world and the best solo laner when he 
received multiple MVP awards. In Season 3, Cyclone’s 
hunter was good but his jungle left much to be desired. 
His return to the solo lane was promising and he looked 


very strong in relegations, once again carrying his team. 
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Skeeledon Is a player who has been grinding 
ranked and the competitive scene for a while. He 
had his SPL debut as the Randozos jungler in the 
Spring Split. Skeeledon showed great skill and 
ability in the role. After his team placed in eighth, he 
left to join the Envy squad in their relegation trials 


and to strive for better placement in the SPL. 


KikiSoCheeky is the longest standing member of the 
Team EnVyUs roster, playing since the Snipe days. Kiki has 
played every role on this team except for Jungle but has 
shown the most confidence and strength in his mid role, 
which he switched back to for relegations. He is known 
for his off-meta and weird picks. Kiki and CycloneSpin 
are good friends, which is a big reason why they were the 


two members to stay with Enw after the Spring Split. 


Oceans is the least experienced member of 
Team EnVyUS. He was an unknown factor when 
picked up as Team Flex’s Hunter for the spring 
qualifiers. Oceans showed the world that he was 


a force to be reckoned with and won the rookie of 
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the split award. He saw a better opportunity in the 
Envy roster but could not play in Relegations due 


to having finished the Spring Split in 6th place. 


PolarBearMike quickly became a star in Season 
2. He was the chosen support for Team Eager and 
almost immediately demonstrated that he was one 
of the best in his role. After barely not qualifying for 
worlds, the team broke up and PBM wound up on 
The Randozos at the start of Season 3. He left the 
team a couple weeks into the season and Joined 


this new Envy roster, revitalized and ready to win. 


Team EnVyUs has a history that extends 
back to before the launch of Smite. They were a 
top team for much of Season 2 before steadily 
falling and ending up in relegations at the end of 
the Season 3 Spring Split. Envy pulled through 
though and will be competing in the Fall Split. 


By Zachary McFarland 
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Newest Goddess Released: 


Terra: The Earth Mother 
See You Next Issue! 


